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There's no keeping up with the ever-expanding 
Game Boy library, though the Game Boy Player's 
Guide is a good placa to start. It’s chock full of 
winning strategies, maps and special tips for 2B 
of the best gamas for the leading compact video 
game system. 

When you're playing ultra-challenging games 
like Tetris, Castlevania, Operation C, Gargoyle’s 
Quest and The Final Fantasy Legend, it pays to 
know what your next move should be. And that's 
what this guide, brought to you by the pros who 
create Nintendo Power, is all about. So you want 
to know how to refill your energy instantly in 
T.M.N.T.—Fall of the Foot Clan? Save the world 
from tha BYDO Empire in R-Type? Soar by your 
friends in a Game Link match of Dr. Mario? Read 
onl 

You should also check out the thoroughly 
researchad Game Boy Directory and Index. There, 
you'll find descriptions, screen shots, Game Link 
Info and Power Mater scores for all of the Game 
Boy games to date. Use this valuable guide to over 
130 Game Boy titles when choosing your next 


compact challenge. 

Games in the Directory are broken up into six 
categories: Action, Adventure, Puzzle, Quiz and 
Productivity, RPG and Sports. The Action category 
is tha largest. It covers games that require quick 
reflexes and steady hands. Games in the Adven- 
ture category are usually long action-oriented 
quests that involve decision making. The Puzzle 
category Is made up of brainteasers that take a lot 
of thought and strategy to master. In puzzle 
games, you've got to know all of the pieces and 
figure out how they fit together in order to reach 
your and goal. The Quiz and Productivity category 
covers game show adaptations and the new 
series of Infogenius Game Paks. Games in the 
RPG, or Role Playing category, are adventures that 
focus more on character building and puzzle solv- 
ing than action. And the Sports category speaks 
for itself. Most of the games in this group are 
Game Linkers that are great for solo play or for a 
friendly challenge with your pals. 

Even more Game Boy games are being devel- 
oped as this guide goes to press. Keep watching]! 
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Try playing a Maria game without a single Power-Up: it can 
be done, but it's twice as fun with a Mushroom or two. 


The Marine Pop minl-eub 


SUPERGALL 
| Ie useful tor undersee 


FLOWER 


As Super Merlo, you coe 
bresh blochs. 


BONUS GAME 


‘ e, ae é if you make it to the upper ext of each 
Items are hidden inside blocks throughout Mario's adventure. Finding and collecting them will World, you can play the Bonus Geme. You 


increase your odds of survival also get to play after beating each King. 


O) as @ wemus anne. 
These Blacks hotd 
a caine for 7 ra ace eed lot 
quickty. 
Toh | 
es x é a 4 . 


As usual, the Star Lifts will boost Merio 


grants Mario 

to the upper section 
‘temporary leviecl- 
wy, ” of the mep. 
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| BIRABUTO KINGDOM | | BIRABUTO KINGDOM | 


= alae 


Palm trees and pyramids grace the first 
World of Sarasaland All new enemies 
inhabit the plains and hills. 


fielstives of Soombes 
which sttsck slowly 
asd ssrely. 


Tsrtle homhs thet 
explode sfter beleg 
stomped. 


with « shower of speers, 


MUDA KINGDOM 


The small islands of the watery Muda | go> 0 the sose 
Kingdom make precarious perches for the | Fishes when they 
adventurer, leap from the seal 


Ooe't lose yosr heed ‘Watch ost for these 
when these rohota keogry fish whee 
lose theirs, benesth the ses. 


The: 


Swsf these lomberlog 


Files betore they stomp 
yos! 


Ris” 


These gusrdisns 


di the pyremids, 


g's 


super seshorses 
lesp trom the weter 
ood spit fire, 


After yos doteat 
Sunlons, they 
split In two, 


KING TOTOMESU 


® 


This Sphifix’s goeis ere 
00 riddie—he's oef fo get 
Marlol Feed him o few 
Ssperbolls to cool him 
dowal 


re with the 
Marine Pop's goes. 


The tlyieg stetse heeds 
filt ebost slowly. 


You've found the source of the Easter Island Je os yoer toes snd 


statues in the Easton Kingdom, leap to avold these 
statses, 


Pleopl sre relentless 
attachers; they heep 
os comisg bach. 


hsegs from s web-ine 


These glowleg 
shy mises coe 
he confused with 


This type of gient 
spider fs mobile sod 
jumps to the sttech, 


@e"" 


Yos ose ride these 
bostders over spihe 


The final kingdom of Sarasaland is locatod 
high above the ground. Many perilous | Alwsysbeweryot| | aos’t dsece with 


jumps must be made to avoid falling. pipss ovsrhead. these walhing 
They may contele | | pleets—keep yoer 


Pahken plenta. distesce. 


sapposed ta fiy, 
bst these do~ 


right et yoo! 


‘This clond coe- 
ceals 5 Chichee 
dispesser, 


HIYGIHO! 


® 


This hlockhesd roles the 
Eestos Klegdom witk s 
stose attachs 


with boetders, 


e 


Tetaage hes kidnapped 
Priocess Osisy, eed 


yoe csn abject. 
Im bach to where 
he came from! 
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COIN ROOM 

Duck lato this pipe te get 18 
heeus coles You'll rature to 
the World from the sema pipe. 


STAR 


Hare's your introduction to Ssrasaland You 
won't find many surprisas in the first level 
if you've played s Merio game before. The 
play controf is similar to the original SMB 
game. 


1-UP HEART 


especielly early is the game whee they're easy 
to get. You woe't fled many leter oo. 


Doe’t miss this or aay of the other 1-Up Hearts, 


COIN ROOM 


‘Twenty one Coles 


@re your reward for 
eateriey the pipe. 


A TIGHT SQUEEZE 


To collect the Coles is these eerrow 


passages, tira Superball Into the yep. 


Groh the Star eed dosh to the right while you're ievincihte. You 
tse go es fest es you like, heceuse you woe’t miss eey hiddes 


foms Is this stretch. 


BUNBUN CAN BE FUN! 


eed rue ueder after he drops @ speer. 


aut hard to reach eeemies. To hi 


6 NINTENDO PLAYER'S GUIDE 


Be careful on the moving lifts in this World. 
Mario's jumping control is similar to the 
original SMB game. He falfs fast and it's 
hard to control his trajectory in mid-sir. 


Whee Gushue gets close, fire ¢ Superbell to keock 
him out. tf you doe’t hove Superhell power, get close 


MASTER THE POSSIBILITIES 


Use the ricocheUeg proparties of the Superhsil to take i 
high le the A‘ 
sky, hounce your shot off the edye of e tedye. 


A HIDDEN HEART 


LEARN THE LIFTS 
Whes the lift you're cidleg rei 
polat, jump to the sext ove. Se potiest sed 
perfect your Uming oe all lifts. 


es Its highest 


Sometimes isvisihle hocks hide items. Jump veder the 
‘spot where the levisihle Sloch Is located sed it will reves! 
the Sloch sed the item. Collect sed costisue! 


DROPPING LI 


Dash across 
these lifts ts 
moke It to the 
upper exit door 
if you hesitete, 
the lift will fsil. 


FTS 


SUPER MARIO LAND 


The fortress level of World One features pseuda- 
Egyptian graphics and a great soundtrack You 
can use Lift Blocks to bypass some danger, but 
watch for falling blocks in this rickety old place! 


A HIDDEN LIFT BLOCK 


The secoed hides Lift Block will 
allow you to reach the secoed Cole 


HOP A HIDDEN LIFT 

Ge ure to teke the Litt Biock to 
the upper pert of the stege, It’s en 
eesler path end you won't mise 
onythleg below. 


COIN ROOM 


Use the Lift Block to 
reech this room, Yee a 
Superhall to get 33 


COIN ROOM 


In this Coin 
Room, yos cen 
get « totel of 25 
Coins. 


BURIED TREASURE 


You heve to he small to go 
through the pessage thet lesde to 
the Coles under the pyramid. You 


Room 


TRIUMPH OVER 


TOTOMESU 


FIRE! 


As soon os you 
see Gao, launch 
8 Superbell to 
knock him out. 


Five hits with the Superball will 
best King Totomesu. Fire rapidly 
while dodging his fiery breeth. 
Jump to the exe to heat him 
more qeickly. 


Coins. } _ cen Power-Up loter. 


HONHEN 

These jumping fish ere only o 
threat It yoo rue leto thelr sides. 
If they hit you from directly 
endersesth, they will deteat 


Island hopping is the theme of this watery 
World, and it will test your jumping ability. Don't 
go through the area too fast. or you may run into 
an enemy ambush. 


SCORE THE COINS TWICE COIN ROOM 


Before eetering the Coin Soom, collect Coles from the Multi- A total of 78 Coins cae he hed In this Coin 
Coln Block. Enter the room oed collect all the Coine. Extt end Room. Break blocks eed ese s Superball to get 
get the Coms outside agele. them all. 


1-UP HEART 


To cepture this 1-Up, yoo 
mest be hig. Sreek the 
first block, then hit the 
Item Block sbove It. As 
the Heart fells, Jump to 
the platform where the 
Cofoe ere to collect tt. 


COIN ROOM 


Although there ere only 20 Cole in this Coin Room, yeu should 
sever pass up 6 chance to get more loot. 


GAME BOY 7 


Meet the Mekabons—robots that lose their 
heads when Mario is around! This World isn't 
too difficult, although there are a couple of jumps 
you need to make while being harassed by 
enemies 


COIN ROOM 
This Cole Room also folds 78 coles 
(plus some In 8 hiddee Meiti-Cole 

Block). Chech It out! 


MEKABON MADNESS TRICK FLOOR 


The Mekshos's heed serves as Its To revch the lower pessage you mest 
weopoe, It wil regulerly lauech It in use on Tevisihle floor thet covers port 
search of Marlo. Yoar hest het is to ot the gep. Yos mest be smell to fit 

leta the pessage 


HOP TO IT! 


It's difficult to reach 
the epper exit at 
this World. You'll 
have to quichly hop 
‘op the small 
droppreg lifts to 
make It, 


COIN ROOM 
This Cole Room has only 18 coins The levisihle 
bloch thet will allow you to exit the room Is 

towerds the left side this time. 


In this underwater area, you'll have to man the 
Marine Pop and blest your way through the | MARINE POP POWER-UP 
defenders. The automstic scroll won't cause Hiddes Ie the blocks et this polet Is o 


trouble unless you fail to blest blocks Power-Up thet will meke the Marine 
Pop lecreose le size. 


START D> 


TORION ATTACK! ‘ GUNION 


The Torloes sttech lihe torpedoes le groeps of three. After you shoot 6 Gasion, it will 
lost them whee they first appear. explode Into deadly tragments, so ho 
ready to dodge. You cee also just go 


sroved the passive octopl. 


MARIO MONEY! 


These Coles heve your same on them! Sesh 
torward sed get as 
yo bock end get the cees you missed. 


DEFEAT DRAGONMASU 


Watch the pattere ot Dragosmese's tire sed 
Tsmso's movemeet. The hottom ot the screee Is 
tha astest plece to he. 
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SUPER MARIO LAND 


The first World of the Easton Kingdom is where 
things start to get tough The enemies are real 
heavyweights (not surprising, considering 
they're made of stone) and attack furiously. 
Advance and don't panic when the stone men 
start coming. 


GOING DOWN . e| 
dump into the hole end hold Right on the 

Control Ped. You will collect the Coins but | 
stili mehe It onto the platform. 


= a | 


COIN ROOM 


Collect the nearby Coins before you go Into the 
Coin Room. You'll be sbte to collect them egain 
when you exit. 


A DEADLY TRAP 
Don’t jump for these Coles, becouse there's 
no sefety net below You can only collect 

‘them with the Superbell. 


GALLOPIN’ GANCHAN 


The Gonchsn joohs lihe a 
menecing boulder, but it’s really 
your ticket over the spihed pits 
sheed, Cerstully cilmb onto it 
and ride it ocross the spikes! 


MEGA COIN This Coin Room hes over 100 Coins In It, which 
ROOM meons a guaranteed free Site It you get them all. 


World 3-2 is crawhng with spiders Unless you 
have Superball power, it's best to avoid the 
hanging spiders Stomp the jumpers when they 
come close 


GIRA CANNON AHEAD 
The Connon is shooting Giras Be 

caretul Collect @ Super Mushroom near- 
by the Cannon with ceution. 


START 


TAKE ME TO THE TOP COIN ROOM 


You can meho an Invisible Bloch eppeor at this A hidden Lift Block will allow you to make it to the Coin Room sbove 
polet and use it to tahe the upper level ot the Unfortunately, this time you won't pet o shortcut out of the dost 
World pest the spider 


CRUMBLING BRIDGE 


At the end of the World, you'll hsve to teop quickly to 
meke it ecross the bridge ot falling blocks. 


ANOTHER ROCKY RIDE 


It’s @ littie more difficult to get onto the boulder et 
this point Se eure to jump off the boulder betore it 
Plummets Into the pit. 


GAME BOY 9 


TSVGAME BOY etc 


The Chai Kingdom's castle is a herd nut to crack. 
It starts out with tough jumps on moving plat- 
forms, and goes on to more difficult obstacles 
Plenty of hard rock horrors await you! 


COIN ROOM 


‘Don’t miss the coms In thie secret Coin 
Room, 


START 


B BUTTON BOOGIE 
Hold down the § Sutton to run rapidly over the small 
gops at thie point If you're small, take the risk of 

collecting the Power-Up. 


COIN ROOM 
It can be tough to reach this Coln Room. Stey on the 
moving pletform and jump qeickly from the dropping 


blocks to the plpe when the coast Is clear. 


HURTLE HIYOIHO! 


Hlyoihol stiecks hy hurling § 
large stones st you Use =f 
the etones to your 

adventege to gets boost 
over the gap In Hiyolhol’s 
chamber. From the top of 
the rock, leap for the goal 
to finish off Hlyolhol. 


NIMBLE LEAPING NECESSARY 
Jump onto the moving {itt snd then jump up Work your way over to 
the other side of the herrier and coto the next moving litt. Quickly 

jump up and continue right. 


As you'd expect. the Chai Kingdom is the tough- 
est yet Tatange 1s warting and he does not 
expect you to make it. You'll really have to run 
the gauntlet of enemies to make it through this 
World. 


GRAB THE STAR 
Jump os high and far es you can from 
the tallest pipe. You'll hit the roof end 
collect e veluahle Invicibliity Stor. 


PINOPI IS NOT PLEASED 
Pinepl le @ glutton for penishmont-If you stomp 
him, he'll revive end continae his stack. Once 
you've stomped him, press onl 


COIN ROOM 


Press Right on the Control Pad as you enter 
thls Coln Room to resch the most Coins, or 
use o Superhell to get them all. 


DON'T LOOK DOWN 


Don’t panic when 


Hold dows the & 


you reach these Sutton to run aver 
Gropping lifts. ‘the felling blocks 

dump carefully end et the end of this 
accurately. World. 
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Walking flowers, fire-spitting snakes and tons of 
cannons defend this area against trespassers. 
Some of these enemies are tough agatnst Super- 
ball power, or are even indestructible! 


COIN ROOM 


THE SKY IS FALLING! 


BROKINTON 


Keep your diataace when Grokinton 


‘moves left, snd get your hits io when 
it moves right. Fire continuously to win. 


This cain room hss 235 coins le it. To get 
ail of them, one meat ese the Superbsil! 


INVINCIBILITY HAS ITS PRIVILEGES 


Coltect the Star snd odvence 
quickly. Don’t resh on ta the 
moving lifta—take them slowly 


You're on your way to bringing Tatenga to justice. Pilot the Sky 
Pop straight and true, and you'll make it through his cloud-filled 
domain to the finel fight! Daisy ts waiting! 


The Chichena seem innocent enoegh, bet they'll ram you whee they 
get clase, Slaat them qeickly or heep your distsnce. 


SUPER MARIO LAND 


ROTO DISCS REVISITED | dl 
Avoid the desdly orhs which circle 

aome of the blocha In this World. The 

center block Ia a sate spot. 


ff you're Super Meri, breah down the well and 
enter the epper psth st this point. It's a little 
sasier snd contelna coins and Power-Ups. 


RUN OVER THE GAPS = 
Agein, hold dowa the @ Sutton 

and dosh aver the gops close to | 
the end of the World. 222 25 


ALL THAT GLITTERS ... 


W's hest to evold the 
Chikaho aky mines 
hecaese they tshe 10 
hits to deatroy. Doe't 
mix them up with 
Coins, 


= tne 


BETWEEN A WALL AND A HARD PLACE 
Hold Left on the Control Pad when = [7 ] 

you're between 6 wall and the adge a | 
of the screen to survive. - = 


FINALLY — TATANGAI 
There's no trich to defeating Tetanga. 
Avoid the balls he shoots sed reture 
fire continuosaly. Dodge end destroy! 


GAME BOY 11 


"Piles EL 
exes Konner 
poe aTAeT 
Mer cesanes my wen 


1880 Mirage Studios, USA Exclusively Licensed by Surge Licensing inc. © 1880 Konami 


Choose Your 
Turtle and Come 
Out Fighting! 


While each Turtle does have a different weapon, 
they're all equally powerful. Choose the Turtle 
that you like the most, master the use of his 
weapon and practice the enemy-crunching 
Jump Kick 
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LEONARDO RAPHAEL 


Foot Clan fighting can take a lot out of you 
Grab @ slice of Pizza and you'll regain two 
units of energy. A whole pie will give you 
four units. 


MICHAELANGELO == DONATELLO 


Approach the firing 
Foot and knock 
down their shots 
with your weapon 
“ wom 


cy 


Break the second oil barrel 
and walk into the space 
where itwas You'll be sent 
to a Bonus Game with a 
chance to refill your 
energy. 


When the Mousers grab hold of you, shake them off and hit them 


You can drop 
into the drink 
unharmed. 


dump! The Shell 
Shockers invin- 
cible! 


BONUS GAME 


Walk under the pipe ‘til 
you hit the wall to enter 
another —_energy-restoring 

Bonus Game. j 


Leap over the 
unheatable 
Brawling Bikers. 


BONUS GAME 


Drop into the water 
and watk to the 
wall under the pipe 
for a bonus. 


Leap out of the way of falling 
bricks or hit ‘em! 


The ceiling is falling! Don't 
get hit by bricks. 
ROCKSTEADY! 


This rhino renegade is 
armed with an automatic 


Knock down the shots, 
then hit him when he gets 
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BONUS GAME 


Jump up to tha ceiling just right of 
the descending pillar and you'll 
warp to a bonus game. 


Watch the shaky ceiling 


and avoid falling bricks. 


Three Shell Shockers roll your 
way here. Jump to avoid them 


You'll encountar a Shell Shockar avel- 
anche when you get to the stairs. They'ra 
unbeatable Jump as they approach. 


Watch your footing and try to hit the 
Balls of Fire! You'll tose enargy if you drop 
into the slime below. 


Leap around the de- 
scanding Shocker. 


The battla boar will charge as 
soon as ha saas over him and try 
to tag him from behind. Then, when ha tums, 
hit the blasts of his Ray Gun. 


Hit tha Foot Soldiers first in Shall Shockars and Foot 
this area. Then take care of Soldiers make for a deadly 
tha felling bricks. combination on the stairs. 
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There's ¢ ton of Foot Soldiars on tha convoy 
and some of them throw bricks, Take ‘em es 
‘they come and eat Pizza when you cen. 


BAXTER STOCKMAN 


The leader of tha convoy is bea- 
boy Baxter Stockman Baxter 
releases shots in two directions 
as he hovers. Avoid the fire end 
leap when he buzzas you Then 
Jump Kick him! If you're quick, 
you'll knock this mutant out of the 
air in no tima, 


There's another brick-tosser 
on this truck. Send him 
flying 


Grab tha last slica of Pizza bafore you 
battle Baxter 


JUMP KICK CLEAN UP 


There are a lot of Foot Soldiars on the 
trucks, Master the Jump Kick and 
you'll be able 
claar them out 
of the way 


co : | 
Surrounded! Work quickly 
and hit ‘em all! 


Nitro-Burning Donuts 
drop and roll here. 
When they're on the 
floor, they're too low to 
hit. Slash them while 
they're falling. 


BONUS GAME 


Jump up and to the 
left for a bonus. 


Fram the Inoks of the map, it may seem like 
this area is Mouser-free. That's not true by a 
long shot. These sneaky mechanoids wart 
underground and surprise you as you 
approach. Shake ‘em off and knock ‘em into 
6 million pieces 


A Moeeer emergesi Wit it qeicki 
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The log jam flows freely, Leap 
onto the logs and you'll be able 


to avoid a lot of the enemy activ- 


ity below. 


There's no getting away from 
the Shell Shockers, even at the 
bottom of a river. 


Jump out of their 
path or hit them 
head-on. 


Pink Eyesores float and turn as though 
they're operated by remote control 


Filet O° Filth mechanical 
fish grab hold of you like 
Mousers. Shake them 
off! 


The ceiling is falling! Run past the 
plummeting pieces or hit them with 
your weapon before 

they hit you. 


SANDWICH ATTACK ! 


Shell Shockers end Eye- 
sores roll out from both 


directions tn this area. Turn 
feft, tum right and jump to 
survive this onslaught 


The Eyesores come out two at a time. 
Don't avord them, just attack! 


Sheil Shockerst 


Eyesoree! Fight ‘emi 


pa 1 a 


dump out of the water if 
you're surrounded by fish, 
When you return, they'll be 
gone! 


mi At first, It’s 


[She Shockers and Donuts | 
cause trouble here. Jump out of | | 


tha way. | Stay on the logs end The weter’s 
| float over the trouble seinimine 
brewing balow! 


SHREDDER! 


a | The Foot Clan leader has learned Ninja 
magic. As soon es ha swings his sword, he 
disappears and shows up somewhere else 


You're surrounded by mecha- Try to jump over him and nail him from = see |B | 
noids. Keep slashing. behind Shredder uses msgicl Attach him from behind. | 
EE — 


o¥ o® i> suReDDER 


Shroidder Is history! 
Herry ts the 
technodrome. 


QUICK WITS AND REFLEXES EARN YOU REFILLS 


BONUS GAME 1 BONUS GAME 2 a 
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Beams blast down 
from above Get close 
to them, then run as 
soon es they disappear. 


BONUS GAME 


Jump to the upper-left corner for 
a bonus. 


When you leap onto the platform, you'll be met 
with a Mouser and Foot Soldier attack. Take 
care of them, Then hit a dropping Donut. 


Torpedo Timmys hesitate before they come in 
for an attack. Get out of their line of flight or 
get ready to hit them 


Spiked Spine Stretchers and Donuts 
fly through here Keep jumping. 


Take on the Roadkill Rodneys with a Jump 
Kick attack, but beware of the Donuts. 


SPINE STRETCHER ALERT 


The super quick, super sharp Spine Stretchers 
come in two different sizes. The tall ones are 
very difficult to avoid. Jump high! 


BONUS GAME 


Jump to the upper-left for 
a chance to guass the secret 
number. 


Jump Kick 
Radeey. 


The tall ones are clase 
to impassihie. 


Shart Stretchers are 
hard aaaagh to avoid. 


Avold the 
Doaats 
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M.N.T. FALL OF THE FOOT CLAN 


Stay on the pletform 
end defeat = an 
epproeching Rodney 
from this perch. 


ROCK RODNEY WITH A KICK 


The rolling robots known as Roadkill Rod- 
neys are super strong and they attack with 
an electrified cable The best way to 
destroy them is with e Jump Kick. 


There's only one chance for 
Piza in this section of the 
Technodrome. Don't blow it. 


Ouch! That cable Hit 'em with a 
stings! Jump Kick. 


The Beam blasts upward 
here. Weit for it to stop or 
jump over it. 


Jump Kick the Roadkill 
Rodneys and Foot Sol- 
diers in this area. Then 
take on e slew of 
deadly Donuts. You've 
got to save energy 
here! 


Teke the last 
Pizza for some 
much needed 
energy before you 
meat Krang 


Piza is scarce around here 
Make sure that you grab this 


floating Pizza. 


A Spine Stretcher slides in on 
the ceiling here. Stay low! 


KRANG! 


The beefed-up body of 
the alten leeder is slow 
but strong. Step in for an 
atteck, then move away 
before he can counter 
with a Turtle-crunching 
jump. If you're swift, he'll 
fall 


DESTROY THE TECHNODROME AND RID THE WORLD OF 
THE FOOT CLAN MENACE! 


GAME BOY (9 


Jack Namer’s acid bath in an Axis Chemical Factory 
vat changed him from a petty villain to the most 
feared criminal mastermind that Gotham City has ever 
known; the Joker. Now, Batman must hunt him down 


ry) Hit the B Butios 
CH sed Botmas will 
tlre his powsrful 
pistol, or toes 
Haterengs toward 
oscomleg sesmies. 


SPECIAL ITEMS 


The stages of Batman's adventure are littered 
with blocks. Break the shaded blocks and 
you'll uncover several varieties of items. 


BONUSES — 
BONUS POINTS HEARTS - 


Eore ao extre 5,000 fiecover @ qearter of 
polets by collectieg Batman's energy by 
thts spectel Item. 


SMOKE PELLETS 


lostaetly oblitersie ait Eare another cheece 
of the seemies le the ta thwart the Joher by 
area with the pownrful tahlegp Satmoa's 
pellet. Ikesess. 
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SATAN THE JOKES and all retalnd characters shegans accessories and indicia are trademarka ot DC Comics Inc. & 


E JOKER IS BORN 


sHooT jump 


Press the A Bettos to seed 
Batmen fiyleg over obstscles 
sed dotiomlese pits. Hold 
the A Buttos down for 
loager jumps. 


1990 TM & 


before the Joker gets out of control and destroys the 
city It’s a four-part story that begins with the Joker's 
origin and ends with a final showdown in Gotham 
Cathedral. 


Press and hold Down on the 
Control Por to make Batmos 
kessi, thsn pross Left or Right 
eed he'll be able to crow! eoder 
low plstiorms leto tight spaces. 


SHOT WEAPON 


alee 


Hit Stet i 


cy 
stondord Issue Gue. 
Yoo cee jecreese or 


eccidestsily decreete WAVE WEAPON | POWER WEAPON 


Saat oo 


” BATWING FASTE@ BATWING =| this Gus is herd to vim, 


bet you can use It to hit os wth 
high sed low foas. tia ‘super blestor. i 


BATARANG TRANDWMLIZER WEAPON 


- & 


rotate sroued the Caped Batman's most tamuus | This Is the strongest 
Crusoder sed shiotd him weapoe Is very stroap ‘weepoe, but It fires osly 
trom seemy costact. oad hits esemies twice. | ose shot at « time. 


BATMAN 
PUTTS THE GOTHAM STREETS] SctCnscormawt np os tots Fo 


ee __# ae 


TO STAGE 1-2 
STAGE 1-2 The fight continues inside tha Axis Chemicel Factory. Climb tha 
stairs ceutiously and don't drop between platforms. 


TO STAGE 1-3 
The action is even more intense here, which means that Napier 
must be close. Jump carefully and kaap your guard up. 


ITEMS KEY (Oe ee } 
U (spear up” F rastensarwine | R|BATARANG 


= . you get to him. Then stay 
on tha other sida of the 
D |sPEAR had WAVE T | taanauiizer a 
4 ‘noel end fire at Jock Nepler. 
B |ponus pots | P [POWER SP fire away. it you knock out all of bla 
io energy, ke'll drop Into the vat 


below. 


‘N ‘WORMAL 


‘HEART 1-UP 1-UP 


GAME BOY 2) 


VW GAME BO ernie sinceme 


Jack's dive has driven him insana. Now, as tha Joker, he holds 
Vicki Vale captive at tha museum. Make your way there and 
hurry! 


JUMP QUICK 


Blocks fall on these 
narrow platforms. 
Jump off of them 
quickly before they 


can crush you. Watch for felling 
hioche aed get ost of 


the way. 


The Joker has seen to it that thare are plenty of placas for you to 
fall in this trap-ridden area. Watch out! 


Tha chance of pre- Don't b break the block in 
cipitation 1s 100 | the center here. You'll 
percent as blocks need to use it as a boost 
continue to rain US a no rest for to get to the Heart on the 
down. the weary. Continue | platform to the left. 

to evold the hlochs. 


POWER BLAST GO HIGH I ALERT 
Stay behind the blocks » Take the upper } Unless you're 
here and blast through route here and blast already at full 


the block in the j enargy. you should 
center to collact the scape ‘anil anne | break the blocks in 


| 

| 
Super-strong Tran- this obstacle to col- this area and col- arab a Heart before 
quilizer lect the Trenquitizer. lect a Heart. you move on, 


them with @ powerful 


weapon. You'll quickly F 
clear the area of the a 
Joker's thugs. 


This place is huge! There's only one more wing to explore and 
you'll smoke the Joker out from his hiding place. 


G JUMP 


AND AWAY FALSE FLOOR 
The upper route ii a Enemies wart batow for 
should be your js you to drop through trap 
| choice here If you doors. Watch out! 
} go tow, you'll be 


You'll be able to just 
Make the leap to 
the 1-Up if you 
| start from the left [im 
f edge of the block  Leep to the left and 
Colfect the 1-Up. 
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Use the blocks in fj 
the center as a plat- 
form, then jump up 
and to the left in [P) 
order to collect the Lean to the left and 
Batarang. get this great itom. 


DOUBLE 1-UPS 


There are two, count ‘em, 
two 1-Ups in this small 
area, You'd be crazy if 
you didn’t grab them. 


_ SPEAR UP 


BATMAN 


AVOID THE SHOTS 


Wait for shots to 
stop — temporarily. 
Then leap from this 


block to the floor jos cross the line 


and continue your of fire enti there's © 
journey. break in the action. 


Be extra careful 
as you move 
from one nar- 
row platform to 
the next. 


BONUS POINTS 


A HELPFUL HOPE is 


Jump up and down 
on the second block 
here and repeatedly 
fire your weapon to | 
make a hidden fim to make the 
block appear. hidden block appeor. 


The Shot is way 
too difficult to 
collect and you 
wouldn't want 
tt enywey. 


Jump to the top of this area 
end teke all of the bonuses. If 
you go low, you'll get nothing 
but bad items. 


The bonuses sre 
much better on 
top of this 
obstecle. 


" BATARANG 


TRANQUILIZER 
SMOKE PELLET 


_| SPEAR DOWN 


FASTER BATWING 


GAME BOY 23 


VY GAME BOY Sissons. “aha tn ll 


Vicki was saved, but the Joker got away Now, take to the air 
and try to keep the Joker from taking over the city. 


CURB THE ‘COPTERS MAKE A HOLE HEAVY ARTILLERY 


The Helicopters fly in Four Plenes attack in Huge ‘Copters shoot 
@ straight line Blast a vertical formation three bullets at a 
them if you can or Taka one out and fly time Avoid the fire 
just move out of the through the hole. 


A MIXED ATTACK 


Both Big and Small Slow moving Blimps Jets soar from 
‘Copters attack at and fest Missiles behind end Missiles 
once! Hit what you from the ground attack head-on. Aim 
can and try to avoid . for one as you dodge 
the rest. tNTe the others 


Since you survived the first round of fliers a new 
fleet is up and ready to take you down 
_ ——————— = 


RETURN OF THE JETS 


While these Jets are 
tough, they're small 
potatoes compared to 
what's on the way 


MYSTERIOUS FLOATERS ANOTHER TRY 


These big Balloons The Blimps and Mis- 
are unbeatable Get ; siles are back You | 
out of their way and 4 beat them before 
keep flying toward Now, go for a repeat 
the goal, eee Ye Lye victory 


The 
Teleeses a verti- tek! 
cal line of fire | asthe te of 
that converges on the Bat- 2Siios di fire converges. 
“j wing Then it sends out 
Watch out! This ‘Copter is not messing around. | probes that fly to the four 
It's loaded with some major firepower and it's | corners of the screen to seek apace 
taady to teke down anything in tts pth, includ- , and destroy intruders. Fly target the 


ing meddling Bats. eae et isles) fest and avoid what you can “Copter. 
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SMALL Pee , BiG 
weuicorrers “) FORMATION | HEUcoPTERS [>| BIG JETS | 


[BIG 'N SMALL .,| BLIMPS AND |, JETS AND bl MECNANOID ] 


|"COPTERS |” | MISSILES [| MISSILES Boss 


“GOAL 
The Battle over Gotham ts at least as chal- flight pattern and prepare for every attack. Tha 


lenging as the fight on the ground and the most difficutt situations are when two kinds of 
enemias come at you a lot quicker Study the aircraft attack at once 


BEHIND YOU! 
Giant Jets attack ff 
trom the rear. Watch 
where they fly and 
fire-off the rear Guns. 


This huge machina THE FRONT 
sprays fire, then  Oodge the tire ot the gient 
moves in a straight | mechanold end fire the troet 
line. Dodge the fire first. Than 9u8s a 

fly to the other side of the screan Hon = 

and try to hit tt while tt's moving auton. 

with either the front or rear 

Guns This will be a tough battle THE REAR 

if the Batwing has already been pregs the B Buttoe quickly 
damaged ged repestedty to tire the raor 


The fast moving machine at the end of this staga 
has been sent by the Joker to slow you down as 
he makes a mess out of the Gotham City anni- 
versary celebration below. 


MISSILE MANIA 


Missiles fly from 
below and ahead 
hara. Figure out 
where they're going 
and avoid tham 


BLIMPS-A-PLENTY 


The Blips lina up 
and attack en mass! 
Fly between the 
tines You'ra almost 
to the goal! 


The Gigantic 

Plana naar the 

and of this staga 

t fires ahead and 

above Fi away from the fire and stay as 

far away as you can. Than palt it with your 
own power-packad shots 


| sas sts >| paoons | pl! pital MISSES 


BLIMPS P| BOSs-1 | boss-2 


} 
| © GOAL) 
The enemies come out in bulk in this staga. anergy as possible for tha dual Boss attack 


You'll have to keap firing with both Guns to —at tha end. 
find any claar airspace Try to save as much 


The Piove tires Stay swey end tire 
heed sed shove: at the Plane 
Avold the Aullets. repeatedly. 


GAME BOY 
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WAVE THE WAVE WEAPON 


Accuracy Is extra important in your fight to 
the top of the Cathedral Refrain from col- 
lecting the Wave Weap- 
on and try to stay with 
something that shoots 
straight like the Bata- 
rang. Power Weapon or 
Tranquilizer 


A NON-STOP BATTLE 


The action automatically scrolls to tha right 
in this area Kaap firing and jump as soon 
as the target r 
area Is clear 


eee, 
There's eo time to rest 
The doker ts gettleg away 


Blast the block that 
holds the Batwing, 
but don't fire on the 
block next to it 
You'll need to use it 
as a platform to col- 
lect the Batwing 


y vv 


The Batwing's been grounded and so has the Joker's attempt on 
the city. It's just you and him for the final chase. 


If you've collected 
all of the Spear Up 
Power-Ups to this 
point, you'll be able 
to fire as many 
as seven shots at 
once, 


Collect the Speer 
Ups for 6 seven shot 
max 


One last section of the Cathedral remains, You're 
about to finally face the Joker and fight to the finish. 


FIRST THINGS FIRST 


You probably won't hava the time to collact 
many items in this section Concantrate on 
jumping to the a 
next platform, 

then try to col- 


Forget the Items aed 
jump for the platiorms, 


ITEMS KEY 


HEART 


LAST CHANCE 1-UP 


The last 1-Up that 
you'll see before 
your battle with the 
Joker is in this 
area. Collect it if 
you can, 


Poss hy the Spear 
Dowe, but get the t- 
up 

BATARANG 


TRANQUILIZER 


| BATWING 


SMOKE PELLET 


SPEAR DOWN 
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__ FASTER BATWING 


1-UP 


SMOKE "EM OUT { PASSAGE TO THE 1-UP 


Get the Smoke Pellet to quickly clear the eS dump and fire into the air around this area 
immediate area or stay behind an obstacle and right on the low =|EF 4 4 and you'll uncover hidden blocks which you 
and fire through it to beat the enemies on platform Wart for rt s q | can step onto and climb to the 1-Up. 
the other side. a . to start moving tothe fi - 

right, then jump a 

down and hit it before it turns around. At 

this pomt, it's important to avoid any 

enemy contact that you possibly can, 


rprise Fire In the air to Jump on the blocks: 
ay pdr ee moke hidden blocks aed get the 1-Up 
oppear. near the celling. 


RUIN THE CANNONS 


There are Cannons on the only platforms in 
this area Hit them quickly and jump for the 
platforms. 


THE JOKER 


The transformation of Jack Napier to the 
Joker has made him much more sinister, but 
it hasn't changed his fighting techniques. He 
still moves quickly and he still fires a power- 
ful Gun. Stay away from him and fire when 
you have a cfear shot. 


STRAIGHT SHOTS 
Kneel down end let the 
streem ot fire go over 
your heed 


TRIPLE SHOT 


damp os high as yor 
possikty con to clear the 
Gollets. 


Jemp and alm tor 
the Cannons. 


Jack's kack end 
he’s not faking 


VICTORY! 


The Satereny is very 
effective kere. 


The Joker has tumbled 
to his timely demise. 
Gotham city 1s safe 
until the Bet signal 
shines again in the 
night sky 


Jump end fire ot 
the Joker when 
you con. 


You've finally cornered the Joker and the ulti- 
mate battle has begun! In your first fight. you 
came out victorious Try the same techniques 
and you can win again! 

GAME BOY 27 


TM & © 1990 Konami. 


GO SOLO AGAINST AWESOME ALIENS | To 


As super commando “Scorpion,” you've foiled attacks from outer space alien commander, has set up a breeding ground for mighty android war- 
before (in Contra and Super C for the NES). But in Operation C, you must fors on a remote desert island It 1s essential that you destroy this crea- 
single-handedly conquer a homegrown alien invasion Black Viper, an evil ture cancer before it can spread to a populated part of the Earth! 


THE PROBLEM AS YOU SEE IT | | 


AREAS 1, 3 and 5 AREAS 2 and 4 


The viewpoint on the action in these three areas is from the side, with ver- These two areas are displayed in an overhead view Since you cannot 
tical and honzontal scrolling possible The B Button fires your weapon jump, you'll have to use skillful movement to avoid enemies, The B Button 
(hold it down for rapid fire). Most enemies can be avoided by ducking fires your gun, the A Button does nothing. 

{press Down) or jumping (press A) 


The entrance to Black Viper’s base is guarded by the mindless alien 
drones that are common to the Contra series They aren't very smart, but 
there are a lot of them and they attack from ahead and behind! ©}—€}—{ 


DUCK AND COVER 
ae Hit the dirt! From a prone position 
¥ you can hit the enemy gun port, but 


i can't hit you! 
SNIPER SENTRIES SPREADER GUN 
Watch out for android 2 Here's your first chance to 
snipers. Take them get the Spreader Shoot 
out with a well-timed 


down the capsule and col- 
lect the booster when the BACK BITERS 


coast is clear. Turn and take out your pursuers from a crouching posi- 
tion, or leap at them from the top of the hill. 


jump shot or a diag- 
onal shot. You can 
also stand directly 
below and fire up 
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OPERATION C 


LOCK'N LOAD: YOUR ALIEN-BUSTING ARSENAL | |__| 


On a solo commando mission hike this one, your best 
{and only) friend is your weapon Fortunately, you've 
brought elang the best one available. Nat only does it 
have unlimited ammunition, but periodically heed- 
quarters will send you a power booster. if you shaat 
down this capsule you will collect ane of the following 
high-powered weapons 


@ SPREADER GUN -8 


The Spreader is the most common of the 
power boosters. The first booster you get will 
split your gun's fire into three, and the second 
will split it into five. 


@HUNTER GUN-—_—-o—-_ @ FIRE GUN---__-@ pia away 
The Hunter Gun is possibly the best power- The most powerful weapon available, the Fire 
booster. With it, your bullets act as homing Gun leys down a powerful. explosive blast that 
missiles and fly unerringly towards the enemy. will incinerate any enemies in its area of 
effect. 
<4FIVE WAY 
SPREAD 


When you use rapid fire with the Spreader 
Gun there are so meny bullets some may mis- 
fire and diseppear. 


EVIL ELEVATOR 


While this lift descends, 
flying laser robots will 
attack. Stand to the right 
of the platform and fire 
up to beat them all. 


ATTACK HOVERCRAFT 


The Hunter Gun is the best 
weapon for the Hovercrafts. If 
you don't have the Hunter, jump 
and press Down in mid-air, fir- 
ing ell the while, to destroy 
them 


+ FUN TAU PA PERRET 


STEALTH SUBMARINE 
If you have the Hunter, the sub’s a fish ina 
berrel if not, use the same technique you 
did on the Hovercrafts. 
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This Area is known as the Mutent Moun- 
SUPER TANK tains because of the frequency of geneti- 
Take out tha gun ports of the Super Tank cally altered androids in the vicinity. Watch 
one at a time, and be wery of the Flame at your six and advance on the double! Hit the 
Gun in tha center of the machine J ‘ dirt if you see a trap door ahead Take out 
any pursuars, then turn your attention to 
the pop-up gun. It takes quick reflexes! 


BATTLETRON TANK PART 2 


Stay on the lower right of the screen and 
blast this tank’s guns from the right side 


CONVEYOR BELT CANNONS 


Four cannons move parallel to the conveyor belts, which move against 
you and slow down your forwerd progress. Try for the Hunter Gun as it 
mekes this part easy! 


OPERATION: 
ALIEN STORM 


An endless supply of android 
attackers will assail you in this 
Area. High tail it to a spot where the 
androids keep coming from one 
direction and pick them off as they 
attack. For every 20,000 points 
you'll get an extra life. 


ARMORED ANDROID CARRIER 


Be careful of the grenede launcher in the 
canter of this machina, and of the an- 
droids attecking from the left. 


BATTLETRON TANKS 


The tanks fire three shots in a spreading 
pattern. Find a safe spot between bullets 
and return fira. 


ROCK SLIDE 


Watch out for another land- 
slide! 


The defense doors of the alien basa are open, end you heve to storm them 
before they close Although meny of the androids here are armed with guns, 
some don't even fire end those that do have limited range end accuracy. 


b START A] 


30 NINTENDO PLAYER'S GUIDE 


OPERATION C 


POP-UP CANNONS CLIMB THE MOUNTAIN 


Thesa traps aren't well hidden (the Find a safe spat out of range of 
trep doar is e deed giveaway), but tha cannons; then get your 
they can be tough. Duck, hit any shots in when you have an 
troopers, then quickly get the can- opening. 


ROCK SLIDE 


Wait for an opening in the landslide and 
‘then run past. 


SCOUT DRONE 


At this point @ Scout Drone 
will attack from above by 
shooting smaller attack 
bugs. Dodge and destroy 
enough of these bugs and 
the Drone will retreat. Stay 
an the right side of the 
screen and jump ‘n shoot. 


TWO STAGE DEFENSE BORG 


HOMING GUN MAKES IT EASY 

The base atage of thia 
Area Leader spits fire. 
Watch the timing to avoid 
the projectiles end heep 
tiring et the left guo port 


SEES 


Once yos've destroyed the 
left qun port, get on top 
of the base and shoot 
disgonally down at the 
right gen port. 


ets 


Finely, the Scost Orone 
from earlier in the Area 
will return. Thia Ume, 

concentrate yoer fire on 
the Orone for victory! 


SOPPING WET SNIPERS 


Shaot the android snipers in the waterfall when they are 
fully visible. Unseen, you can’t hit them 
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EXPERIMENTAL SPIDERBOT 


The Spiderbot fires a laser beam which bounces around its lair, 
and it spits projectites in a spraying pattern There is no safe spot, 
but the bullets don’t have much velocity and can be destroyed 
Avoid the laser and keep firing with the Hunter. 


TRA ERA IEA J 


CEILING 
CANNONS 


Keep your eyes peeled for the 
ceiling guns Handle them just 
as you would an android sniper 
in the earler levels 


ALIEN GATES 


Timing is everything in getting past 
the Getes, especielly when several Ee 
come out at once. 


BREEDING CHAMBERS 


Stay alert as you pass the glass Breeding 
Chambers The scorpions inside are old 
enough to fight, and some will break out 
of the jars and attack! 


f Pin Pas, Pin Pin Pp PV Pa) 


CRACK SOME EGGS 


Fire at the throbbing eggs 
until the spiders come out, 
then exterminate them! 


The alien nursery is crawling with insectoids. Because they atteck en 
masse, your best weapon is the Fire Gun When you get to the Area 
Leader, however, the Hunter will be more useful. You'tl find the Hunter 
inside of one of the alien eggs! 


START A 
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BREEDING CHAMBERS 


Shoot upwards to destroy the 
shme tubes on the ceiling. 


Black Viper's headquarters has more treps 
and alien defenders than ever. Try to keep 
the Hunter Gun or Fire Gun through the 
whole Aree—you'll need the extra edge! 


ALIEN & SOLDIER 
Try to make your way 


through quickly end avoid 
enemies if possible, but 
don’t miss the Hunter Gun! 


ELEVATOR SHAFT 


The elevator shaft is the dead- 
fiest section of the alien bese. 


FINAL GUARDIAN 


The super robot you'll face at the end of Area 5 is Black Viper's personal body- 
guard. It was built to eet globe-savers like you alive! 


Laser cennons will attach end 
streams of endrold soidiers will 
flow from the doors. 


The rohot's firet sttack Shoot these missiles dumping is also a good 
ie with missiies from it's down or svoid them hy way to avoid the 
bsch iounchor. renning away. missiles. 


The robot wili try to Since you cen't destroy Before the robot fires, it 
sttach by launching its the pincers, duck or hesitates. Thet's your 
pincer arme et you. dodge to svoid them. chence to attach! 


‘Duch to avoid the taser heame 
when the laser cennone get close. 


Wafch your timing as you run this geuntlet of The final mastermind, Black Viper, doesn't fight back. Weste this elien super computer to | 
force fields. finish your mission! Good going, soldier! 
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The brothers Lee, Billy and Jimmy, ere out for blood egain! Billy's girl Merian, 
who spends more time in captivity than out, must be rescued once again. This 
time, however, a single Dragon must carry the burden of freeing fer Marian 
and Billy Lee is just the one to do it! 


Prices 2Pooo 


ND CRETINS 


Martial arts master, Bilty Lee, 
is never far from trouble and 
he's usuelfy in the thick of it. 
His fevorite punching bags, 
the Shedow Werriors, ere 
behind it thts time—what do 
they heve egainst Billy, any- 
way? 


Loper renk Shedow Werriors often attack \» 
from both sides with heavy objects such {~ 
as oil drums. - 


The most common rank in the 
Shadow Werriors are Williams 
These thugs usually attack with 
a bet or other weapon. 


Jimmy Lee's fighting 
skills are metched only 
by his brother's. 
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THE WAYS OF A WARRIOR WILD WEAPONS 


Billy has a ton of martial arts moves to cut cute a special attack. These fancy moves can Some objects were made for brawln . Quickly 
loose with. Use the A Button to throw a punch be tricky to pull off consistantly because they disarm any weapon-carrying foe. Then take 
and the B Button to kick After you hit an require special sequences of buttons to per- their weapons and give ‘em a taste of their 
enemy with three punches or one kick, your form. Practice makes perfect! own medicine 


opponent will be stunned. You can then exe- 


Silly's baolc stteck Is less 
powertul thos 3 kick, kut 
esemles keve ditticulty 
blocklog it. 


Dece 98 enemy is 
otunned, press the direc- 
tlonal errow towards him 
ond kit the § Gutton to 
pull oft this move. 


After connecting witk Bily’s kicks will quickly 


‘three straigkt punckes, doukie over on enemy, but 

the fourth will sutometl- sometimes tke seemy coo 

colly be 08 uppercut. dock or dodge thie 
otteck. 


Press the A aed @ Guttos 
simultaseously to doe 
dump Kick. Tkis Is useful 
for jumping over geps. 


8, prese 
tke A Sutton eed the 

opposite diraction on the 
Control Ped to throw kim 


When an eoomy ottecks 
‘trom kehind, pump the A 
Sutton quickly to execute 
an elkow punch. 


Your follow-up kick on @ 
stuseed opponent will be 
a spin kick. 


k == — 
ae Shadow Warriors are “ i - Abobos are mutant strong- 


known as Lindes They strike with a 5 men. They ara very tough 
bull whip in teams. < jand use brute force to 


, 


Willy is armed and dangerous, using a 
machine gun and punches to over- 
Chintai are martial arts masters’ alm his foes. Apprehend with 
They can block attacks and fight extreme caution! 


with whirling kicks. 
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MISSION 


CITY SLUM 


This rundown neighborhood of old warehouses 
is the stomping ground of the Shadow Warriors 
{as in they'll stomp you if you dare to visit}. 
Without any jumps or really difficult foes, this 


WILLIAMS 
c me 


PPPEPRBPRRAREAR| 


mission is ¢ werm-up and lets you practice your 
Moves and fighting techniques 


Jump kick the Wil- 
hams with the bat, 
then pick it up and 
use it, It'll lest 
through the next 
two Lindas, 


MISSION 


INDUSTRIAL 


To make the treacherous leaps on these 
conveyor belts, press the A and 8 Buttons 
simultaneously, If you hold the two but- 
tons down, you'll jump a little farther, 
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Two lindas will 
come out of the 
door here. Be ready 
for them with the 
hat, end you'll be 
two outs closer toa 
vietory! 


This industrial wasteland provided sefe haven 
for many a Shadow Warrior goon, that is untl 
Billy the one-man army ceme to town. A couple 


WILLIAMS _LINDAS | 


Jump kick just 
before the Lopar 
tosses the oil drum 
Take him out, then 
use the drum on the 
next Lopar. 


of difficult jumps on conveyor belts add to the 
chellenge of this mission. 


WILLIAMS 


LINDAS 
wil 


uAM 
CHINTAI | 


“LINDAS 


MISSION ] P Kicking is the most effective attack, so use it to take out enemies quickly. You 
. get elmost the same amount of points for hitting an enemy with a single kick 


TACTICAL OVERVIEW |ietietetnnsleninn 


This werehouse is steffed by The powerful Abobo will beet you to e pulp you if you let him grab 
two Williams and two Lopars . you. Atways approach en Abobo diagonelly! When you get close, 
Stay away from the hole in the punch or kick. 
center of the room as you fie 
battle the bruisers. if you went Straight punches or 
to get creative, toss the bums kicks are best against an 
into the hole. Abobo If you try to get 
fency, he will toa! 


- As you fight your way into the heart of Shadow Warrior turf, you'll be 
MISSION 2 . attacked by more multiple enemies. Don't rely on fancy moves like jump kicks 


TA cI Cc AL OVERVIEW when you're surrounded; just give them e good old knuckle sandwich! 


in the narrow passages of the indus- 
trial erea, there isn't room to dodge 
diagonally. Punch and punch again to 
take out the enemies quickly. 


A group of enemies led by e Chintai is waiting for you at the top. The 
Undas are easy. As soon es you beat them, stand to the left of the 
door end just start punching to get the Williems end Chintai against 
the wall Don't stop until they are down for the count. 


When you step off the dumb warter, 
you'll find a dummy weiting—Wil- 
liams. Jump kick him to avoid his 
dynamite. 
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GAME BOY cnn pages 
MI S S] ON The forest is thick and inhabited by a wide 


variety of wild life, in the form of Shadow Wer- 
rior toughs. This mission is fonger then the first 
DARK FOREST 
Se etl DAS _WILLIAMS TOPAR LINDAS |‘ LOPAR 


test to make it through! 


two and has more enemies. it's en endurance 


may Li rere sri a Ar [aces ats ame 
m i ————— 


Be carefuf on the broken bridge A Linda mey fell in her- 
self if you're lucky. 


VEN Ae a) Vy y 
As soon es you see the 
stalactites felling, back 


track a few steps, ee ERE 


Advance when the epee 
coast is cleer. 


RTE TY 


Jump over the first rock, then 
heng out et the bottom of the cliff 
to avoid the second. 


MISSION 


SHADOW WARRIORS’ 
HIDEOUT 


Perched on a hilltop overlooking the city is the 
hideout of the Shadow Warriors. it's full of 
querds, treps end tricky jumps. Hop to it, Billy! 


As you make your way up the mountein to 
the Shedow Warriors’ Hideout, you'll be 
essoulted by Lindes end 
chellenged by jumps. 


The hideout is a wild house! 
Again the Shadow Werriors foot 
soldiers will throw themselves 
into the fray, but it will be futile if 
you fight fiercely. 


TITY 


burg NG 


3) rier flier 


is Oe TPT Ty tras 
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lure him to the feft so his 


Enemies will pour out of 
the Skull Doors and try 
to toss you onto the bed 
of spikes. Take the whip 
from the kinds end 
spank the Lopars end 
Abobo with it. 


Don’t fight the Abobo on the narrow ledge, but 


punch him over the edge 


back ts to the pit. Then 


Beet the first Chintai by stending As you fight this Abobo, the ground wilt crumble from left to right. As soon 
your ground and punching, Weave as you can, make your way to the right side of the screen Hold off the 
to avoid the next two and use Abobo, and he'll fall into the lava. 


Straight punches and uppercuts 
on them. 


Watch the pattern of the falling blocks. 
Once you know i, run through! 


You've got plenty of room, so use diegonal move- }* 
ments to avoid the Abobo's attacks and punch 
him when you get close. 


LOPAR ABOBO 


FVFAVPN VEVVRN BARA ADD ARS ADD 2) 


[wiuams [| CHINTAI WILLY 


A Chintai and Willy are waiting for you in 

the heert of the hideout! Willy is like an 
Abobo don't ever approech him straight 

on. Always use di- 

agonal movements 

or jumps and hit 

when you get close. 

Beat him and Mar- 

van Is yours! | 
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NITES" 


eos ceed 


TM&® 1860 Konami 


Nemesis, the Game Boy version of Ultra’s space action hit Gradius, has 
definitaly got the right stuff, As the pilot of a futuristic space fighter. you'll 
Match wits with an army of aligns in five levels of blazing action. Power- 
Up your ship after blasting the anamy in preparation for tha mega-match 
at tha end of every level. Nemesis includes a stage select as well as the 
option to choosa tha number of extra ship lives. Fantastic! 


One of the bast elaments of Namesis is that you get to power up your 


accessory bacomes available every tima a capsula is captured You can 


choose it then, or wait for soma higher accessory. Speed, Double, and 


fighter. Both offensive and defensive accassorias are available. A new 


Option are your best bets, Missiles and Force Fields are a great bonus. 


| DOUBLE (D) 


Maseuvering qaichly whe 
ane ot the most Import 


dodge fecomleg Missiles, 
other 

theo rochet 

to tahe out 
y. Two levels of 
available. 


Misslins fire et en eegle toward the bottom of 
the sereee, thes hug tee terreln until they 
eecosster e target nnd 
blow it to plasms. There 
re two levels of Missiles 
svelleble te levels where 
elles heses ere 


Missiles ore o hig help. 


The ficeble Sbot fires « secoed streem ot ceneos 
Used In cosjuection 
ith Missiles, It provides 
cover both ebove end 
below yoor ship. It's 
especially effective it 
you beve the OpUoo. 


The Laser fires hursts of esergy hut, sellhe other 
firedius gemes, thsre ls little edveetsge le usieg 
it hecause it doesn’t fire 
ey more repidly thes 
the Caseos. It you have 
mexed- out o8 your othsr 
systems, the Laser wos't 
hort your capobilities. 


40 NINTENDO PLAYER'S GUIDE 


The Option Is as awesome way to dosble yosr fire- 
power. A ghost ship Wies In formetioe with yoor 
Nighter, blasting eway with 
its Csenoe to match yoor 
ows shots. The osly diffi- 
culty Is in crewded erees. 
It's nesy to costfese the 
Test ship sed Optios end 
consequestly yor bemp 
Into thiegs 


The Force Field ects es e berrier to iscoming 
ships aed weapoes. it cee the three dirsct hits, 
but thee it Is lost Wheo 
the actos gets seper hot, 
it's aice to have ths Force 
Field. Jest remember that 
you woe't be able to 
cherge through ee sree 
le satety. 


@ WINGER 


They fty in lormetioas of toer and 
ere predictable and eany to destroy. 


@KULL 
In Aress 1 and 3, the Kell Iso 
‘swift, highly mseeuveroble ottecker. 


@ DUCKER 2 


This mechasized, hop 
threat trom below in Ai 


@ BLITZ 
Glitz ships ore ie Areas 1 ond 4 They 
appear suddenly and strike herd. 


@ ROCK-IT 


ind 5 are home to the 
powerlul base ship, 


rr surer coves | 


Special codes strengthen your ship or 
make the game more of a challenge. 
Each of these Power Options can ba 
used once in the game, except for tha 
Power Down. which can be usad 
whenever you want To use the codes, 
always hit Peuse (Start) at the begin- 
ning and end of the antry saquenca 


NEMY CR 


This cade destroys all enemies on the screen, 
axcapt boss enemies. Push Up, Right, Down, 
Left, Up, Right, Down and Left. 


The enemies of Nemesis are fast, numerous and relentless. 
They try to stop you arther by crashing into you or finng 
weapons. They always appear from tha sama places, 


which gives you an edge # you remamber the locations. 


e HAWK 


Hewb sppeers in Asean 2, 3 end 4, 
flipping end rollieg elusively. 


Appearing In Aseen 1, 2, 3 ond 5, 
thin ship sttackn ove st 6 tires. 


Dee Gues are toued olmont every- 
where. Missiles ere your bestoffeese. 


@BAT 
Areas 2and Sboth have Sat Ships No, 
Getmen hon nothing to do with them. 


@ PARANOID 


Foranoid pilots in Ares 4 form sqeed- 
ronn ol three ships tor corebat. 


i 


The Zag Ships won't he yoor 
biggest headeche In Aree 3, 


FULL POWER-UP 


Tha Konami coda Up, Up, Down, Down, Left, 
Right, Left, Right, B and A gives you all the 
Special weapons and defansive items 


POWER DOW) 


If you want a real challenge, this code takas 
away all your ship accessories. Push tha A 
Button then Left and repeat the sequance four 
more times. 


@ PUNISHER 


Fenishers fty in lorreations of three 
eed atteck in Areas 3, 4 and 5 


e@NUTS 


Thene nhipn moent groep reidn in 
Areas 1, 2 aad 5. 


HOPPER 


Watch out lor ettackn trem hehtnd 
Areon 4, 2 ond 5, 


@PSYCHO 


The Psycho Fighter, lound In Area 5, is 
jeread lor its demented pilot corps. 


© AMOEBA 
(0) This alies tife-lorm in Ares 2 ettempta 
jevoer yoor nhip. 


REFLECTOR 


@ METEOR 


Dos't woste your esergy oe these 
rocks, jest dodge them In Area 4. 


OR 
To power up with the Forca Field and max 


Speed, push Pause, the B Button five times, 
tha A Button five timas and resume 


This coda prevents you from powering up your 
ship. Push Up, Salact, Down, Selact, Left, 
Select, Right and Select, then rapaat twice 
more. 
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POWER-UP IN SEQUENCE 


Start out by getting the Spead acces- 
sory, then get the Dption and the 
Double. Aftar that, Force Fields and 
Missiles are your next choices, 
followed by Max Speed and Max begin with the Got essential 

Missiles. Lasers should be last. hesic ship. Power-Ups quichiy. 


SHE basas are mounted above in 
or below you. By the time you 

reach this base in Staga 1 you 

should have the Double. 


THE LOW ROAD 


Squeeze through this crowded area 
by keeping a low profile. Stay close to 
the bottom of the screen to avoid the 
Cancer enemy's shots and the many 
other foes. 


UNFRIENDLY GREETING 
Duck under the oncoming Fu 
Shuttles then pop up and blast 
the Fu Mothership in the center. 


The angle is 
critical. 


MOUTHING OFF 


Moats seem to be related to the 
Mysterious stetues from Easter 
Island. They are vulnerable to shots 
when their mouths are open. Stay 


near the bottom et first and clear 
out a path. Fire when the Mosi 
opens its mouth 


TRICK SHOOTING 


Moais facing right are more of a 
problem. Use tha Double against 
them, firing up toward their 
noses while still to the left of 
them. 


Defeated 
Mosie 
diseppearl 
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Stage 1 is filled with mountains, volcanos and enemies Concentrate on building up your ship accessories quickly By the time 
you reach the volcanos you should be fully charged and advancing ahead TO THE END > 


ACTIVE VOLCANOS 


Hover off to the left at about the 
height of the volcanos’ peaks and 


There's limited space in 
which to maneuver, so head 


fire continuously at the erupting down to the lower left corner L é 
boulders until the action cools to avoid the giant ship's  "**-- 
down. onslaught. Shoot it ot thie 


You've entered the internal passages of a vast interstellar being whose antibodies will try to repel all invaders. Enemy spacecraft 
are also swarming within the membrane walls The narrow central area 1s particularly dangerous. TO THE END > 


BONUS STAGE 
Defeat the Cancer enemy with Double 
and Option fire Once it flattens out, fly up 
to it to reach a Bonus Area! 


The huge jaws of the 
Crowler release powerful 
shots Dodge them and fire 
repeatedly into the open 's 


No one knows how these artifacts from the South Pacific reached this forsaken planet, and the Moais themselves don’t seem 
too happy about it. While concentrating on the heads, don't forget the other enemies. 


ZAPPING THE ZAG STRIKER PEPE EREREET 


The Zag Ships join together then fly apart in a puzzling attack The Striker has a weak 
They are most vulnerable when separated, so that’s when you spot just above the beak- 
should concentrate your attack on individual ships, defeating like structure. As always, 
them one by one. you'll have to dodge the 
i attacks of the enemy while 
fining up your shots. 
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ve Sp na a reo este. » fe 


TAGE * 
PREHISTORIC PERILS 


STARTP 


MINDLESS METEORS PARANOID ANDROIDS CLEAR ENEMIES 


These Paranoid Android Ships hide in the From time to time one of these screen 
The Meteors are bones and debris of Stage 4. When you clear capsules will appear. Touch it and 
close in, suddenly three of them wilt destroy all enemies 


simply chunks of 
space debris. They burst out and attack Looh for this 


can't be destroyed, so - They come In threat 

don't try. Dodge them om 

while concentrating your Stack on = 

swarming enemies such as the Blitz Ships 

that attack from the rear Later in the stage, a — 
watch out —_—for < , " 
Meteors between the Watch for oe sae the Serece 

Heche 4 Clesr, all ceomlos 
thet were on the 


the ledges ie 5 i acrees are now fo 


the middle of 
the screen. io is Tar a TZ | Mates video geme limho 


MEMORIZE ENEMY PATTERNS CODA CONDUCT Codea attach If left 


i os their ows, so it's 
The Punisher and Roller Ships at the beginning of Stage 5 elweys The Coda is a sort of hest to hit them 
appear in the same locations. The same is true of the Hoppers that mechanical mountain carly sod hart. 
appear once you pess the Dee Guns. To help defeat this mass of that grows from the floor 
armament, use the Option and Double for the extra fire power fo get of Stage 5. Attack low to 
the job done. the ground or with Mis- willie ets ae 
siles, or both, to take it . 
Enter the eree alowly Use the Option to out. As soon as the Coda “ ee ties 
and coutioesty with cleer 6 path begins to grow, begin moat good. Douhie 
| | Missiles firiag your assault. The bigger Missiles will help 
| the Coda, the more dan- 
gerous it is 
time to celebrate. 
Several more are 


Hoppers appear from ‘ 
the walls, ceilleg sed p just oheed. 
from the reer! 
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A litter of bones and prehistoric beasts will greet you in Stage 4 Soma of the most difficult battles are here. Make sure you enter the stage with 
Force Fields, as your reception is hound to get nasty. Watch out for Meteors that can't be destroyed, espacially in the narrow passages, 


INTO THE BONUS STAGE 


There are several Bonus Stages in 
Nemesis. One of tham has an entrance at 
tha bottom of this narrow passage 


TWIN ATTACKERS 
Once you've made it this far. you don't want to 
lose rt all to the pair of brute ships that try to kaep 
you from reeching tha and Use the Option to 
double tha shots you fire and spread out your 
attack 


——— 4 
= “ tea 


For 10,000 points you'll want to dastray this 


The Be-Bose ship 
appears whee yos eater 
the earrow passage aed 
heed dowaward. 
yoer Missilea aed Cas- 
fon to blow It away. 


, drop giant fortress, but it won't be easy. Cerefully 
od lato the position your Option banaath the ship and 
Area. Shoot the usa it to ettack the Missiles that appaar from 
peal is tae Gomes ee the besa of Reckless Meanwhile, shoot the 


fiod ri 
me one ay ames eye just banaath the top. 


This high tech world is the most dengerous of them all. It is the home of all tha fighter ships you've facad. The spaces are tight here, making maneuverability 
very important. Get Max Speed, Max Missiles, Double Options and the Double to help you conquer the innumerable dangers and reach the Mother Gomputar. 


MOTHER COMPUTER 


If you have Force Fields, you can ram tha 
Mother Computer until its diodes fizzle. 


BLOCK SHIPS 


Duck out of tha way of thasa hurtling Block 
Ships. 


DOUBLE MISSILES 
With the Double and Maxed-out Missilas, 
you'll be able to deal with the Dee Guns 
that line this area top and bottom. 


Time your daah 
Uhroegh the gape 
carefally. If 
Bloch Ship catches 
yoe In a gap yos'll 
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THE UNDEAD NEVER DIE 


Some vampires just refuse to dia, like the Drecula of Konami's Cestlevania serias, This Game Boy 
addition to the family has all the elamants and axcitament of the NES versions and a challenge all 
its own. With whip in hand, you'll hunt vampires and ghouls in tha tima-honored fashion. Some of 
the other items, however, are usad differently in this version. As for tha look and fael of tha geme, 
it's Castlevenie all the way. 


Ae always, you'll The Jump utteck lu 
uttuck eeleg your the most difficult 
whip. Yoo cee staod beceese It reqelres 
eed whip, crouch Pructice ued 

eed whip or evee excelleet timieg. To 
Jump ued whip whip et the blah 
Timiea le critical polet of your Jump, 
becouse the whip ” pauh the @ auttes 
ection Is @ bit etower Immedistely efter 
thee oe the HES. you jump 


EXTRA LIVES 


In this first stege there is a Lile Loop that allows you to add extre lives At the beginning o! Stage 1 
Jaave tha first candle and hit the 11th candle for a 1-Up. Then, et the top ol the Jifth rope keep 
climbing into tha calling. Taka tha 1-Up and othar prizes thare. Allow your character to losa a lifa 
and repeat the process. Each time you do so you'll add one lie to your total. 


At the top of the rope you'll 
climb lato the wull eed 
dlecover ¢ hiddes roore. The 
1-Up is woltleg. 


The 11th ceedle is a 1-Up 
H you've lett the first 
candle. 


Let your cheructer 
le oH eed utert deegere usd you'll seed all the exteu lives 
aslo. Each time you you cuo get. Yue the Extre Life Loop to belld 
do so you's net en ep ¢ dozes or more extre lives toe uee you 
nm extra life. through ta the ead. 
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HELP IN DARK PLACES 


The items you pick up along tha way will 
help you defeat tha armias arrayad against 
you. Many look similar to items in other 
Castlevania games, but thay are usad auto- 
matically and you cen't choose whan to 
activate them. 


Sreb @ Heurt to boost yoor Life 
Meter by uevere! sactioeu. 


Flashing Hearts refill your eetire 


Oece yor pick up the Croeu you 
will became leviecible tor 
ueverul uel Ie 


The t-Upu add cee life to yoor 
currest game. Meoy ere foued 
te hidden roome. 


The firet crystal gives yse @ 
Morelegetar (chain whip) while 
the second cryetal gives yoo 
Fire Sallu. 


The Coleu gethered sfoeg the 
wey will odd 50 poleta to yoer 
overall ucore 


RKING DANGER 


A new batch of beasties is on the prowl, guarding the grounds of Castle- encounter guardians et the end of aach stage. Defense strength is tha 
vania, Learn their strengths and weaknesses and the patterns of their number of hits naaded to defeat a creature, Attack 1s the number of hits it 
movements before entering into battle In addition to these foul folk you'll inflicts on Simon 


k sae h 

- \ : ¢ a H f 
Stages1&3 ~. "Stages 1&2 Stage 1 
Defense 1 E a ail Defense 1 : Defence 2 
Attack 1 Attack 1 Attack 1 


The Mudman drops from above like a splat mr Quick reflexes will dafeat tha rolling Eye, Watch | : The Creeper shuffles along like an animal. If you 
slowly takes ona human form Hit him low when E for them when you climb ropes. In some cases : hit it with the whip, it fumps at you, So be pre- 
he first lands on the ground. H ; you can jump over them. H ' pared to hit it twice 


Aa 


Stage 1 ; i Stages 1,2 & 4 Stages 2&4 
Defense 1 : Defense 1 Defenee 4 
Attack 1 : Attack 1 Attack 1 


Eagles pass overhead, then dive and attack from E Unpredictable flight patterns make the bats very { tthe ball thet Spitter fires at you will bounce 
behind, Atways turn to face them and use the ; dangerous. Look for a Cross in the vicinity or H around the chamber until you hit tham, Dodge 
whip while stending firm, ! stand to one side } and run on by if you can, 


: Stages2&4  } an Stage 3 
Defense 5 : Defense 2 
Attack 2 Attack 1 


Tha boomerangs follow two pattarns. High to ; } Whenever you encounter these creeping Worms { In the hall where you meet the Knights, leave the 
low or low to high To evads them, duck high ; meke sure you finish them off. Use Fire Balls : itams and concentrate on not getting sand- 
throws end jump over low throws. : and watch your step! | wiched. Attack the rear Knight first. 


Stage 4 
Defenee 2 
Attack 1 
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You should be able to clear the dangers of 
Stage 1 using the tips below Now with every 
Step the journey gnts herder Bats, Spitters and 
the Nightstalker haunt this second stage, call- 
tng for new strategies As you enter for the 
first time, go slowly, noting where the enemies 
lurk in the shadows before charging ahead 
Don't try to battle them all. Sometimes tt's 
better to skip ahead and save your energy The 
same (s true for collecting rtems. If you've col- 
lected extra lives in Stage 1 then you won't 
have to reach some of the dangerous candles 
here 


will be ready 


| OUTSMARTING THE ENEMY 


.. 
| MASTER THE MUDMEN 


Mudmen aren't much of a threat if you know how to deal with them 
{Once they drip down from above and lend on the ground, they'll begin to 
grow into human form, Hit them when they're still growing. If you don’t 


ettack them, they will follow you and 
may sneak up from behind when 
] you're battling enother enemy. 


When the 
Mndmon 
pints on the 
ground it is 
mn more 
| dnngerous 
| thone 
mndpin 


ATE PRE Sr 


renin baraleaed 
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The Spitter is difficult to defeet It has a 
clear shot at you, and you can’t move 
fast enough to avod all of its attack. 
Stand on the ledge to the left of the 
Spitter end whip the shots. When it 
Stops spitting at you, move in and 
attack the Spitter directly. Having the 
Momingstar will speed up the process 


considerably. Which the timing of the 


attnch. 


Spltter's shots 1o hnow whnn to 


HIGH AND AWAY 


i x 
A 
| STAGE-1_—s Sometimes the candles ere pleced in posi- 


tions that seem impossible to reach. In fact, 


Your quest begins outside the castle, then leads up the giant steirs. Even here, you can't reach all of the candles, but you 
fer from the inner terrors, you will find little peace. Mudmen and Eagles drop | can still knock them out and take the item. 
from the sky. Eyes tumble down on you es you climb, and Bats hover about Claim the candle shown here by using your 
your head. But you cen gain great edvantages here. too. Collect extra lives and Fire Bells while standing on top of the wall 
power up your whip so that you have both the Morningstar and Fire Balls} to the left, then jump down and retrieve the 
Leern the attack movements of monsters, and howto outwit them. Then you J item, 


Cronch ond whip to 
dafent thn Mudman 


Yon‘ll nnvnr hn able to} 
rench this cnndin, sn 


_use the Firn Sells. 


At the top of the fifth 
Tope ts a secret room 
where you'll find » 1- 
Up and other items. 
Keep climbing into 
the ceiling until you 
Teach the room. This 
is just the first of 
many hidden cham- 
hers in Castlevania. 


ASTLEVANIA: THE ADVENT 


| BRIDGES OF PERIL 
Crossing the bridges is one of the most dengerous prospects in the 
game. Enemies will atteck from both sides, but you can’t always fight 
heck The problem is thet if you defeat them, they'll leave @ hole in the 
| bridge. Instead, jump over them, then 
| turn end use your whip once they are 
| behind you. At the same time you will 
| heve to deal with rolling eyes. Be sure 
to jump early enough to clear them 


On the fifth ledge of this chimney you 
will find four steps. Stand on the third 
step down end attack the Eye when it 
rolls towerd you. if you defeat it, the 
tope that wes hidden here will take you 
to the Secret Room. 


a 


THE STEPPING STONES _— oy Bee 


| 4 Ne de 
| dumping from block to block looks eesy enough, but it f v Ka pois wey 


takes time and patience. You'll have to stend right on the 
outer edge (right side) of the block and jump. If you fall 
olf, return to the left and stert over. A few of the candles 
below the blocks ere valuable, but it’s more important not 
to waste time. Some of the wider blocks fall eway when 
you lend on them, so you must immediately jump agein. 


Cilmb dewn te the 
Secret Ream and 
its valuable items. 


This servent of Orecufa is huge and strong 
One knock of his club cen put you out of 
action But you are quicker By ducking in 
close, whipping, then derting back a step, you 
can defeat him. You can elso use the ledges 
ebove to jump over him end ettack from the 
teer, which is even safer. 


i 


> The Poisonous Slime appears 
+ in the holes and drips down on 
* you. As soon es they eppeer is 
} when you must strike. There 
{ are twenty of the Slime ene- 
A Ties to defeat, which will 
> keap you on your toes. 


‘Once you've whip- 
ped the gisnt, step 
back out of the 

range of his stack. 


| | 
Then do It agai. i 


suacuromrcunancusiuacs | 
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Your journey into the upper resches of Castlevania has just begun Spikes, falling stones and a host of 
enemies will beset you. The stage 1s longer than sny before and the dangers sre greater. You'll have to 
race against the clock while teking care with gach step. 


gr PO IWAN NLP AMIEL ALLIES LAL LOLOL PLC PCL UO AECL LE LOCAL 


1 » —  DEATHBAT.— gy 


i 

| 

= Learning the attack pattern and safety zones in 
END this chamber is the key. Stand below the bess 
—s when it is hovering in the sir. Its attack will be 

H toward the opposite side of the room When it 

5 comes down, move quickly across the room : 

H and whip. Then it will fly up agem. Repeat the ——Waje in sotety, then step 
_same ne strategy on this side of the room. 


= — r 1 

PINS & NEEDLES / MORE SPIKES 

The hazards tn this long stretch sre meny, from Watch for the patterns of the spikes | 
|| falling stones to attacking enemies. The worst 8s they shoot out and time your run to 

may be the spikes that can suddenly end your miss them. Practice and observation 

quest. Don’t hang around admuring the view. sre the keys, but luckily there's a 1- 

Move as quickly through the grea as you can. Up just ahead in the secret room. 
Once you've mastered the timing, | 
hurry through! 


About half way up the 
rope is the entrance to 
the secret room. Jump 
off and go inside fer the 
1-Up and items. 


Leap to the rope as 
quichly 86 possible 
to evold the Eagles. 


THE SKY IS FALLING 


Use the whip to | jump to the ledge. 
This area is 8 real headache, espe- bresh through the 
cially if the ceiling smashes into Pecatonica | 
1g the cellleg | 
your head with its bruta! spikes. down. You won't | | 
Speed is your best weapon. Don't have loag oo it's Jnmp ep to attach 
stop to get cendles on the way. Your best to have the the Esgle. 
Morningstar. 


| goal is the giant screw that brings 
J) the roof down. You must destroy it 


| and move on. | The biochs will toil fag 


8s yos jemp, so 
move qeichly 
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The final leg of the journey is at hand. Spikes, Knights, giants and a super secret room will — 
keap you guessing at every turn. Tha most difficult jumps in the game await you, so be pre- 
pared to tosa a faw lives. Whatever you do, don’t despair You're almost home! 


THE GIANT LIVES! 


You thought you had seen the last of this monster, but 
now, almost at the end, he returns. Fortunately he 
hasn't become any wiser since your first meating Usa 
the same strategy—getting in 
close, whipping, then dodging 
backward—to defeat him this 
second time. 


A LADDER OF SPIKES 
Usa the spikes as a laddar 
to reach the uppar realm of 
Castlevania. When the spike 


bh 


‘' 


Finally you have reached tha Prince of Darkness 
Your mament to attack comas when he is in tha 
form of a bat. Fram the middle lower platform, wait 
until the bat moves to the left, then attack. 


The platform shown | 
rac is more himselt (a1 fa hat), use the left 
‘ond center pletforme to im. 


seacaenacote ton iateater abetabeiee abe ateaes manatee oa tna tan madaaied 


if 


THE KNIGHT 


The Knight is a persistent fighter who 
appears at random in the hallway 
Attack as soon as you spot him 
because there . 

will be af 
second Knight 
along any| 


tham 


A FLOOR OF SPIKES 


Spikes in tha ceiling and walls are not 
anough to satisfy Dracula. Now thare 
are floors of spikas! Jumping over 
takes 
skill and prac- 
tice Dne mis- 
step will and 
your journey. 


is extended, jump to it, then 
jump to the next spike as it 
shoots out Timing 1s abso- 
lutely critical. 


in this shaft there is = hidden floor and « 
hidden rope that lead to the secret room 


Jump off the 
fope onto th 
invisible floor, 
then search for 
the hidden rop 
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- GIZMO'S GREAT GADGETS = 


Gizmo's got to grab some weapons in order to 
stop the evil Gremlins and their cantankerous 

| cohorts. A super sharp Pencil is the most useful 
item that he'll come across. 


Slece Gizmo can't pich up the Peecil whee he has 
‘another itera, mehe aure thet he greba it firat. 


TOOL BOX 


Climb leaide thia armored 
hox sed you'll he able to 
plow through five i 
without beleg damaged. 
<s Wotch oat tor the Thore, 
A SIAR though, es one touch 

m deatroys the Tool Box. 


The sharp aed sturdy 
Pencil la esseetial for your 
Gremlin huetieg miasion. 
Une It swiftly snd tahe 
down the evil creaturea 
‘that heve tehes apert 
Ciamp Ceatra. 


HEARTS 
Give your esemlea s doze You'll atart with four 

ot decihela with thia Hearts tull ot eeergy. 
Powerful mualc mechiee. Collect 6 Small Heart to 
It'll owly worh once every refill one ot them oed 
time you collect It, ao Big Heart to retill them oll 
thleh hefore you uae It You've got to atay allve 

nnd kenp tightieg! 


1b bes (tes [6s Ue bee fe fee 


The only way to get around the four Gremiin- 
infested areas of Clamp Centre is to know how 
to tackle the numerous obstacles and traps set 
by Gizmo's offspring. There are five important 
techniques which will help you sump and fight to 
victory. Keep them in mind as you're playtng. 


JUMP AND SWERVE 


There are aome herd-to-reach ereaa In this tore up 
tower If a platform Is directly shove o sprieg, for 

‘exemple, you'll heve {9 Jump up end curve orovod 
It la midelr Ie order to get o# top. 
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DEFEAT TO THE BEAT 


Aftnr you hit a cresture with the Peecil, A’ll he 
laviectile tor @ tractios of a secoed. Keow the 
rhythm aed hit it sgals whee it’s vuleerable. 


Coeveyor Betta try to pull you to the lefi or right. 
Jump quichly end lightly aed you'll he ahie to 
offaet thelr pownr. 


FALL AND MANEUVER 


GET CLEARANCE 


neds ersveavared by ee Mecka,, youl vaio 
Jump lightly le order to clear the ores without 
hittieg the hlocha snd droppleg dows. 


movement Ie mi It 


trol Gizmi 
jer directly helow, move to the left or 


A CURIOUS CAST OF CREATURES 


The four Gremtins heve spawned their own evil 
creatures. The following list expleins where 
you'll find each enemy, how meny hits they can 
take (HP) and what their powers ere. “Body 1/ 
2", for exemple, meens the enemy ceuses e half 
Heart of demege with body contect. 


SPIDERS 


Spiders con surprise you 
hy dropping down es yoo 
@pproach. Watch out! 


Gromilns on skstehaerds 
ore fest end frenzied Hit 
them if yos cae, or jemp 
ows. 


The female of the species 
Is leviecihlo Asn, away 
before they groh yoo. 


Hsmmer-wlelding Gremiles 
coe psiverize yoo hy 
hittleg rocks your way, 


MOHAWK STAGF * 


Armed with 6 Tometo 
attack, Mohawk Is 
‘siming to make @ 
mess ost of your 
attempts to cleao up 
Clomp Cestre. 


& \DER 


(EAP Laz 


ELECTRIC GREMLIN STAGE 3 LEADER 


This creep's bene fried i ag 
ond suw he's even more 
‘wclous thes before 
‘Watch out for hin super- 
chorgad lghtoing 
oltacka. 


ZZ —CS~SS 


These geick crestsres ren 
heck sed forih on narrow =} 
plattorms. Nell ‘em 


GREMLINS 


The least dengeroes of the 
Mogweal litter walk beck 


They're sil ears setll yos 
spprosch. Then these 
creeps pop sp to thelr 
necks, 


SMOOCHERS 


Watch out! These wily 
womsn wifl get yos with o 
kiss at death. Avoid ‘emi 


BALL TOSSERS 


Thelr hosehefis ere like 
hoomersegs. Wstch for 
ropsat sttscks. 


Three small bats sware 
aronsd this creature to 
keep you off guard 
‘Avold thew sr got rid of 
thom quickly Then go 
after the leader 


‘This hege mstent Is the 
Jest and dezdilest of the 
lot. The saty wey tu 


defeat # Xs to hit it with 
# flawicg Pascil. Good 


It you doa’t hit the winged 
ests la o ksrey, they'll 
close in ond coase 
damage. 


JUMPING GREMLINS 


These more evasive 
creatsres Jsmp cet of the 
woy when yoo try to 
attack. 


These buried Gromfies will 
surprise yos by spitting 
Grehells @ewerel 


The tsrge Gremlins In 
Stege Three ore 
sorvoseded hy spikes. 
Oschl 


GET IN SHAPE FOR 
THE BONUS STAGES 
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STAGE 


TOOL BOX SHIELD 


Climh into the Teoi 80x aed bleze 
through the etudio. You'll he ehle to 
shsorh five hits with eo demegel 


MAKE A RUN FOR IT! 
There's @ Siri Gremile weiting helow. Whee she 
eterte welhleg to the letf, jump off the pietform to 
the right eed keep ruseleg. 


IN THE STUDIO 


A band of Gremlins led by the merciless Mohawk 
has taken over the programming on CATV. Gizmo's 
got to brave the obstacles in the studio and clear 
the airwaves. 


ANOTHER USEFULBOX) | TAKE THE LOW ROAD 


Cleer awey the tirst tew Gremiles trom the leeteed ot climbieg the etsire, evoid contact 
comtort ot this Tool Sox shield, hut try to with eome herd-to-best foes eed heep close 
evold ee meey eeemles as you ces eo thet it to the fivor of the lah hera 
leete looger, Avold the 
Thorn os well. it yor 
touch it, the Tool Sox 
will he bueted. 


STAGE 


THE GENETICS LAB 


This place is crawling with odd creatures, the 
strangest of which is the Bat Gremlin. Gizmo’s got 
his work cut out for him as he tries to clean up the 
lab and take down the bat. 


A LONG LEAP 


You'll seed come eprieg-loaded power to 
get over this gop Jump osto the right 
edge of the Sprieg, thes bleet off. 


th addition to deating with all of the Gremlins, |a~tam 
you'll have to kesp a lookout for three kinds ef = 


Climh to the eecnnd 
step trom the top, 
‘thee leap to the lett 


Sprieg up to the top 
ot this serrow ptatform 
aed elther knoch ott 
the Set at the top 
geickly or evold It. 
Eeergy [s precious sed 
you doe't west to 
wsste it, 


Poeecil, yoe cas move 
sed collect the 
Cassette Rsdio 


CONVEYOR BELTS 


If you'te about to hit the root 


on fong teap, press the Start 
Button to pause, then resume 
play. Gizme will stop his 
ascent. 


tricky traps. Don't be fooled by them and keep ae against tie Those spies hurt = Watch tor those 
moving. flow and dan’t fall aad they destroy blocks ard jump 
offt Teal Boxest aver ham. 
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HAVE A HEART 
Take this ig Heart hetore 

you meet up with Mohawh, 
You'll eaed the eaeray 

hoost. 


JUMP AND SWERVE 
Jamp off the right edge of the spring sed 
work your way sroeed the htoch je midair. 
Thee mave to the left sed collect the Heort. 


STEP LIGHTLY TRASH THE THRASHERS 


The liees of Thorns are very low As soos as you see the Thrashers, doshie 
here. Juet tap the A Guttos and back to the left and jere them Isto the pit. 


mehe shallow jumps ta avoid 


"MOHAWK 


CATCH A RIDE 

‘The movieg pistforms ere trichy. You'll heve 
to time them ost end thes jemp hefore you 
acteslly see yoer torgeti 


rarer barry 


CURVE AND COLLECT 
Hare's seother tricky jemp. Sprieg off from 
the left side, thee move ta the right le the sir 
ced collect « Small Heart. 


SMOOCHER ALERT 


if you doe't meke the trichy jeep to the platform ahove, yos'll 
have to deal with 8 Smoocher hetow. Wetch Iti 
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GO DOWN EASY 


As soon an yoe climb into the Tool 
Box, move to the right withost 
Jumping snd 

ayveld the 


There's not much Incentive 
to teke the upper passages 
of this area. Yoo'll 
encounter fewer hozards 
end you'll be able to move 
On more gelchly if you stey 
on the floor. 


It should be no shock to Gizmo thst the Electric Gremlin has 
been buzzing around the Clamp Centre System Control 
He's got to put a stop to it before everything goes haywire. 


GET AROUND KEEP MOVING 


It's esnentiel that yoe pick up the The big Gremlin in the center of 
Pencil at the beginning of the thin ores Is unbesteble. Ost by 


tage. Jump from elther nide ot with the Tool 
the Spring end work your wey Box. 
eroved to the top ot the pletform. 


SHARP ATTACK Lohotatee TIME 


Leep over the Thornn In thin serien of hi ‘no Hammer-wisiding 


fall to the loft to lend on the Springs. Thi 
‘THE CLAMP CENTRE LOBBY sad ty to the right, i your direction here, Jump over 


Tha Gremlins have gathered in the lobby and they're j | ] oe cd 
Shout to launch an attack on tha city. Gizmo's got to reanleg. 
defeat their leader before night falls and they're let loose. Hl 


TOUGH JUMP 


Hi you don't leop tightly over 
u'll hit the 
In. 


STAGE 


DON’T DROP 


The center poth is nefe ond sane Jump to 
it end void the trouble on the floor. 


Jump qeichly ond 
lightly on the belts to 


evold getting pricked, 
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OLLOW THE MOVING BLOCK FIREBALL FRENZY LAST CHANCE 
A block travels le @ criss-cross pattere here Calch @ rit Suried Gremiles shoot Firehalls le sets of 
sure that you leep over the weg.) Me while ridley, then duck ueder two. Leap aver them |e se opes ares, 
the double Thoros. 


Make sure thet you yrah 
the Smell Heart oe this 
plelform 


hefore you 
take oo the 
Electric 
Gremile. 


cm] weaker 


jooh difficult, bul fF Don't get zapped when the Electric Gremlin 
mast Neconiont is in his lightening state! The only time you'll 


Fie i jou'l be able to hit him is when he's in true 


Gremlin form. 
iaieFe rienebe. 
@eeeees > @ eee ee . eeeeses 


BIG HEART THORN TROUBLE 


Se sure to collect this of 


IN VISIS 
Collect the Redlo 


So) Salk 


Leap lightly off the Spring here end work P 
ym body Tt atthe sh of the This monster gets help from small spiders 


jump. Avoid them and greb onto the web so thet 
: fe 


you cen move up and shoot a flaming Pencif 
toward the Spider Gremiin's heed 
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CIN, iit io ehovse parce 


As the Red October ettempts to clear eight sections of the Atlantic and dock in en 
Americen port, the Soviet Fleet tries to thwart the mission by destroying the Sub. 
In a two-player game, one pleyer controts the Red October end the other player is 
in cherge of the Soviet Fleet. The twist makes the game unique. 


Denne teen teen ne eee ee eee neneeee een ene ei mnaeee eee a eens sane The Red October tekes aim an 


MADREWATE DR SRDM 


There ere severel special items thet the Red October cen collect 
and use tn addition to its endless supply of Torpedoes In ¢ one- 
player game, the Soviet Fleet will destroy these Pickups if they're 
Not collected quickly 


These explosive devices are Earn more chances to pilot your 
very useful against quick Sub to victory by collecting 
vessels Hearts. 


Run ently for about 11 Restore the Sub to full opera- 
seconds by using this top secret tional capacity with this power- 
tool. ful Pickup 
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TAGE This relatively simple stage should serve as = 
a good training ground for the levels to Run Silent, Run Deep 


come. Watch for two very shallow pas- ff you're piloting the Red October, you should activata the 
sages toward the end. Cavitation Orive in this open area to alluda enemy radar 
and Missiles from the ship on the surface 


When you comptete the first stage in a one-player 
game, you'll come across this giant Mine It can be 


damaged only in the four Cannons which point 
diagonally. Avoid the Missiles which coma from tha 
Bulbs and aim for the Cannons with Torpadoes 


STAGE The going gets tough off the east coast of | Deep Water Sanctuary. 
alae Lg Icebergs Hy this area A sunken iceberg forces the Red October to taka alther a 
make it difficult to navigata for all sailors deep route or a surface route in this area. Go deep and * 
who brave these waters. avoid the Aircraft Carrier above 


Shallaw Water 

The Red Octobar is forced to go ta tha surface 
in this area. If you control enemy forces, this is 
a good place to attack from the air. 


This computer controlled command center rivals 
even the Red October in technological accomplish- 
ments Cross the paths of the lasers when they are 
temporarily switched off and waga war on the 
brain of this domed wondar 


Surface Fight 


Anothar battle in shallow water pits the Red 
October against a Soviet Oestroyer. 


Now that you are south of Greanland, tha Surface r= 
terrain is much more open. If you control A huge reaf forces the Red October near the surface and Ca 


the Red October, you should stay deep to makes it an aasy targat for anemy forces, The Red October 
avoid trouble brewing on the surfaca. will have to be quick and cautious here 


This fortifiad compound is equipped with two —them at all costs and aim for the Guns. Then 
Guns on top and four unbaatabla Cannons on —_go low and seek out two panels on either side. 
the sidas. Tha Cannons can lay wasta to tha == Onca you destroy the panals, you'll take down 


Rad Octobar with ona piercing shot. Avoid the whole shooting match. 
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The huge rocks are here for more than just 
decoretion es will be evident by the sunken 
ships on the ocaan floor Procead with 
caution. 


Close Quorters 
There's very Isttla room to maneuver here If you control 
the Red October, you may be better off by pessing up tha 
Pickup in this eres. 


This huge machine is very much like the domed 
Commend Center at the end of Stage 2. This time, 
though, there ere two computer breins. Avoid the 
lesers on your wey up end take out the computers 
one et e time. 


Safe Spot 
Make sure to duck into this cave-like eree end } 
collect ¢ 1-Up while you're shielded from 
enemy fire. 


Aircroft Alert 
Since the Red October ts forced to be close to the surfece 
in this eree, the neerby Aircraft Carrier should be e mejor 
concern. Wetch for fast Jets with powerful Guns. 


"STAGE : 

= You mey heve stumbled upon the lost ruins 
"J of Atlantis. The only wey you'll ever stake 
{ } your cleim, though, is by surviving this 
a” 


dangerous location 


The computer-controlled machine at the end of this 
stege is like the Mine et the end of Stage 1 Now, 
though, there are Alphe Subs equipped with Homing 
Missiles patrolling the area. Teke them out if you 
cen. Then go for the diegonally aimed Cannons 


Missiles Awoy 

If you're in command of the Fleet, you should 
use ‘Copters end Jets here, but wetch for the 
Sub’s Missiles. 


Most of the passages of this deep see sec- Home-In on the Hovercroft 


i =] tion ere very narrow. Teke your time in get- This surface bettle pits the Red October against ¢ Hover- 
t ting through them and collect the Pickups craft Missiles should be the weepon of choice for either 
~ 3 near the end. 


This new vertetion on the compound at the end of 
Stege Three includes two extra Guns on top and 
several circling Subs. As it wes before, though, your 
main concern should be evoiding the shots from the 
Cannons end taking out tha Panels on either side. 
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STAGE 


This section of the South Atlantic is the || Creep by the Corrier 5a 
underwater equivalent of the Grand |) The Red October is forcad by the terrain to travel close to 
Canyon. You should mova along quickly in an Aurcraft Carrier in this area Use the Sub’s Cavitation 
thase wide open spaces. Drive and try to pass undetected. 


Several huga compartments with tons of  Sub-lifting Buoys. Then aim for the Minas ea } Fi 
troubling waapons await you here. Go low and you'll trigger open tha compartmant & 
first and taka out tha Cannons that produca —_ doors. 


Hfyou hit the dusys, you'll Take out the Mines and 
flost to the splked roof, the doors will open. 


pe AGE | Oil rigging off the Florida Coast serves as Route Through the Rigging 

an obstacla in this staga. Carefully staar The dark oil rigging supports are far enough away that 
through the tough spots and make your they will not hit your boat Avoid the lightar poles, though, 
way to the shore. or you'll be bally up in no tima 


Cool-Off in the Cove 
if you're playing a one-player game, you 
should explore this cave, take a breather 
from tha anamy and collact the last two 
Pickups before you approach the final 
battle 


It's all come to this One more victory and freedom will be yours This cular panels as Guns and Cannons fire away. Freedom does not coma 
hattla 1s super-tough. First you'll wind around narrow catacombs with aasy for the craw of the Red Dctober 
daadly drops of O11 falling from above. Then you'll have to taka out four cir- 


Shoot Out the Lights 
Deodly Drops Oestroy the four circular light 
Time the drops of oil and sail Gi 2. wa 


by whan the area 1s clear open arms. Congratulations! 


Guns ond Connons 


As a last ditch effort, the enamies 
have amassed their remaining fire- 
power Blast what you can and avoid 
tha rest. 
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The R-Type, an R-9 class space vehicla, is small 
but powerful. Your mission is to pilot rt through 
tha alien masses and stop tham at tha source. If 
you manage to avoid enemy fire and collect 
Power-Ups, you'll be able to accumulata as 
many as two Plasma Forces and a versatila 
Power Pod 


‘Blast Away — 


You can press tha B Button 
quickly and repaatadly to shoot 
rapid-fire Beams or hold the B 
Button until the strength of tha 
Baam grows, then lat go for a 


super powarful shot. Rapid:fire shots ore 


the best offense 
egsinst smoti liens 


SS. = ae Eee 


Tha gataway to tha alien basa is guarded by a 
small troop of low-level creatures and a few 
advanced aliens. You should be abla to get 
‘through tha staga and collact plenty of Power- 
Ups in tha process Maka sura thaf you get a 
Power Pod bafore you reach the Gladiator and 
tha last battla of this stage will be a breeze. 
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@Power Shuttle 


Power Shottes aentele Pawor-Up Home. Hii than 
‘with 2 shot when you cee thom and collost the 
hema they leave Sebtnd. 


@Piasma 
This satellite 
nels as & shield 


ia your direct path a ollone al 
with the big shat of below you with 


| STAGE —— 2 | Some creatures in this stege mey surprise you emerge from the murk. Then, when you reach 
by leeping aut of the alien ooze. Build your Beem the Gombe, aim for tts week spot on top. 


C STARTD ) fo a super blast end let them have it es they 


1 pO, 
5 $ a Seat 

iv tienivation NG wee 
Hit the sections of Alm for the top of 
Gomhe's snehe-Hke © Bomhe when the weeh 
‘cousterpert. spot Is exposed. 


CRUSADER 


Use the Fire Chein to 
noch out the gens 
sed englees seder the 
Creseder. 


The leeder of Stege 3 is so huge that it elone is the stage 
Hit the Power Shuttles neer the mouth of the Crusader and 
meke sure thet the R-Type is equipped with the Fire Chain 
before you begin your dangerous mission below the ship. 


P SIAR 


The maze-like mechine works of the alien ship 
are pecked with floating mechanoids. Insteed af 
trying to defeat them, just get out of their way 


and find a clear path They are much too strong 

fo destroy in the short amount of time thet you'll L There ere sevetel + he crosturen 

see them epproaching. a= © crostaran le this) 5 to thelr 
enclosed epece. 


‘sides. 
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U fn most fast-action shooting games you 
L have only a few split seconds to think 
and act. In SolarStriker, the enemies 
E always appear in the same parts of the 
screen and follow set patterns of move- 
1 Ment Memorize those patterns and you'll be able to wait in prime 
position, already blasting awey when the scum pop onto the screen. 


*“q —sSTELLAR 


Your great mission begins amidst the comets 
and asteroids of outer space Wave after wave 
of spinning, dive-bombing aliens sweep in, but 
Most can be destroyed just as they appear on 
screen. 


Yoor tiret close 
eacoenter lo se easy 
one. Jest fire trom the 
‘Spot shown. 


tit thie P symbol tor 
the Doshie Shot. 


Stey Is the middie sed —itit two more PB 

the allees will tly Into symbols tor the 

8 bilsterisg trop. Triple Shot sed twice 
more for Tarbo 
Missiles. 


The first major challenge is warting at 
the end of the stage—a giant ship 
called the Epikahn. Three lines of fire 
shoot out at your spaceship as the 
Epikahn moves beck and forth across 
the screen. Qodge the snemy fire and 
shoot for the middle to claim the 
5,000 victory points 


Hide ost le the satety zose 
shows shove, hnt if the 
enemy scrofls by, yoa'li heve 
to face It later. 
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U Every alien you hit in SolarStriker adds to 

L your total score, but what good is a high 
score? For every 50,000 points tallied, 

E you'll earn another 1-Up. so pomts really 
do matter You should also look for high 

Z scoring aliens. For instance, if you hit the Comets ten times, you'll 
vaporize them for 5,000 points. 


OZONE 


{n the upper atmosphere of enemy-controllad 
Earth, you'll fly smack into Batwing Fighters, 
Rotomechs and Pinchers. The action is fast 
and furious, so you should try to earn the 
Double or Triple Shots 
if you don’t have them. 
Stay near the bottom of 
the screen to gain extra 


time. 
Oestructor is an enormous jet fighter 
DESTRUCTOR that moves in circling, looping pat- 
terns across the scruwn Its Bubble Bombs are worth 100 Points each 
if you hit them, so go for it. Oodge the Bubble Bombs and stay near the 
bottom of the screen. When Destructor moves toward you, head to the 


shows. Yoo'll be in the 
Pertect position to 


‘Whee Destructor is 
ebove yos, 
sepecielly towerd the 
Behble Gombe. 


If Destractor comes 
after yos, hide Ie the 
sate spot on the left. 


esemy whee it moves 
ep the screen. 


SOLAR STRIKER 


DEATH Manny of the 
z nnemles nre 
VALLEY 4 tough, hut binat 
them all to hoost 
Flying over the parched deserts: oar eta 
and canyons, SolarStriker runs 
into @ posse of Reticulonian Helio 
aerial armor. Maintain your mul- around the 
tiple shots at all cost and pre- center, then 
pare to meet the Omniquad, top, then orbit. 
which is as tough as most aca 
stage-end bosses. Aim for the fF 4 linaiesd goes 
pods of the Omniquad first, then Eq down In finmea, 


zero in on the soft center. still more 
a enemies swiftly 


This mysterious mechanical|, « * ee eeatat 
Monstrosity 1s surrounded by <= with itn halo of 
invincible satellites that fire at} = “= = “ snlolittes. Fire 
you The center of Nucleon is pemlbnion: 

the weak point, but you'll have 

to dodge continuously to finish rt |", eaiaeanat 
off with enough shots. Oefeat PAR the Nucleon 


Nucleon for 10.000 pomts! Stay there to 
clenr the stage. 


A whole new world of potential disasters waits for you ance you enter 
Stage 3. Now you're flying over the surface of Earth, but itis controlled 
by the invaders. Enemy aircraft and ground-based weapon systems 
are tracking your every move. You'll have to keep an eye on the ground 
while dog-fighting with the alien aces in the air It won't be easy. but 
you're the only hope for Earth. 


T] Thn Tanhs nre 

') slow, but they 
shoot dnngeroun 
lasers. Timing is 

“| important. 


The allans appear ’ 

an the six roads In . 

predictable The Terra 

pattnrns Sn Inely tough. Ten shots nre 
prepared tor tham é reqelred to hnoch one ost. 


ULTRA CRUSHER 


The Ultra Crusher is a slow 

moving leviathan tank that 

shoots with lasers as it 

tumbles forward and side- ‘the ‘ower let cornnr ot the sereen Is 
ways from road to road thn sntnty zonn, tt you hide thera, Uitrn 
Attack from the bottom of the Crusher moves on nnd yoe cinar the 
screen stnge 


All forces have gathered to keep you away from the very heart of the 
alien empire The Ouast Obliterator is a new fiend with a deadly 
twist—it separates into two sections that must be fought one by one 
Then your old pal. the Omniquad from stage 4, shows up again In 
fact, the middle bosses from all the other stages have gathered here in 
defense of their leader. 


The huge base of the Reticulontans 1s well pro- 
tected from Earthly retributon You'll be flying 
into the center of their forces, which are led by 
the Xenocrypt. The Xenocrypt is really four 
Tobottc weapons that join together to form an 
awesome laser force. Your best strategy 1s to 
blast them when — 
they break apart and 

Move separately. You 

can earn up to 

12,000 points Ench of the four 


against this enemy. ais case 


SUPER CANNON pepe 
Prime ponition is 


The vast cannon complex [3 "| the centar ot the 
guarding the core of the base 3 acreen Fire at thn 
has a single weak point— cennon’a eye. 

the electronic syg atthe can- 

ter You'll have to dodge 

bombs and laser attacks to aoe: a Lalachaliticard 
get a shot. The large cannon 4 you don’t fight you 
shoots Jesers while the won't nar mnnn 


smaller weapons fire bombs. points to eare 
extra nhips. 


finnl stage 
Obliterntor you'll revisit 
Reparntely. the enemies 
Thore nre no you thought 
More sntety you'd 
zones. destroyed 


The final challenge is the grant fly, Reticulae, who shoots a spread of 
bombs Don't get too worked up, though It is easier than most of the 
other bosses. Just stay in position between the spread of shots and 
fire away 


A satety zone Is 
hetween the 
shots to the 
right of the 
center ot the 
screen 
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The ‘Gator's gang waits on many different 
screens. Refer to the full screen map on tha 
next page to gat an overview of your foes! 


© One Player 'Gatar® 


The concept: It's you against the antire ‘Gator 
geng How long cen you keep the bell from 
them? 


OTwo-Player 'Gatar® 


Think you're a skilled ‘Gator tamer? Chellenge 
e pel—elernate playing and try for tha bast 
score! 


TM&& Hel Laboratory 1688 


aq OR 2 PLAYERS! q@iPs TO INCREASE YOUR SCORE 


Pley ‘Gator slots and see whet comes up. . 


If the ‘Gotor rewards you 
with three stars, ove level Is 
edded to the @oeus Maitipiier. 


Three fish rewerd you with 
helpfel side eed ceeter “hell 
saver” posts! 


Earac Three eggplents will teke 
el] | | sway yoor hell-saver posts 
5 ood redece the bosus 
muttiplier beck to 1000 X 1 


(Sigh) 


TWO-PLAYER MATCH P 


Grab a friend and pick Match Play for 
really itanse, haad-to-haad pinbalt compe- 
tition! 


* Match Play A ~ 
Beginnar’s haed-to-heed Pinball 
* Match Play B 

For advancad Metch Pleyers! 

66 NINTENDO PLAYER'S GUIDE 


Use the essortment of items to bettar your 
own chences. Grab tha good items for 
yourself, laaving the others for your adver- 
sary. Tha ball’s direction determines whom 
the item will effact. 


| Bonus Points 

Makes the ball heevier 
Takes one flipper eway 
Canter blocks appear 
Gravity increases 


Returns things to normel 


_ Ball Savers appeer 


Reversas player's scoras 


Screen "A" 


It's tough to get here, but 
once you do, be sure to 
warp to Bonus Stege 3 via 
the upper nght tunnel 


end breek through the blocks to reech Bonus 
Level 2 and Screen A 


The starting screen—play ‘Gator Slots here 
and rack up the bonus points, then leunch up 


to Screan BI 


Screen “D” 
Shoot the ball into one of fg 
the ‘Gators’ open mouths 
to warp to Bonus Level 1, 
Screan C, or back to Shoot- | 
ers Lane. Ba careful— 
don’t let the bell fell off this 5 
screen! 


REVENGE OF THE GATOR 


@@NE OR TWO PLAYER SCORING 


Bonus Stoge 2 


Hit the ball repeatedly into the 
upper left area. Breek out ell the 
blocks and spikes in the upper left 
to reach the warp tunnel into 
Bonus Stage 2, where you can 
make ‘Gator bonus points! Have 
fun with all the beby ‘Gators! 


Go to Screen B! 
Gently loft the ball into the three 
blocks on the left to make this 
mysterious door open and reveal 
the passagewey to Screen B. 
Good luck! Actually making it 
through this narrow tunnel takes 
perfect aim and a speedy ball! 


Bonus Stoge | 


To reach Bonus Stege 1, simply 
fire your bell into the open mouth 
of the middle ‘Gator on Screen D. 


'Gotor Worp to Screen € 


Bonus Stoge 3 


Pop the ball into this warp hole for 
entry into Bonus Stage 3 Dnce here, 
keep the ball rolling through the ring of 
‘gators, to take them out as they each 
stick out thei heads for lots of points! 


Possoge to Screen A 
Hmm... the door of the tunnel to 
Screen A seems to be barred by blocks 
and spikes. They're no problem 
though—just keep flipping the ball up 
into the corner until you're left with 
empty space and the door will snap open! 


*Gotor Slots! 
Roll the ball behind the wary Gator's 
back and start the slot machine roll- 
ing— Where it will stop, only the ‘Gator 
knows! 


This ‘Getor will throw the ball beck up into Screen C, but 
only if the nght fhpper isn’t in the way Hold rt up! 
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}EVERY BLOCK _| 
a 

| _ COUNTS | 
You'll have te take evary piece as it comes in this 
puzzler and find just the nght place to put it to 
succeed. These three rulas will keep you play- 
ing 

Keep ’Em Low 


If the stack reaches the 
top, you'll lose, Try to 
keep it down by placing 
blocks horizontally and 
to tha sides whenever 
you can. 


——=—a), 
Don’t Cap Gaps 


Pack the blocks tightly 
and evenly across tha 
width of the screen, 
Given a choice, you 
should try to keep gaps 
uncovered, 


Keep Making Lines 


If you complete lines as 
soon as possible you 
won't score a lot of four- 
fine completions, but you 
will stay alive for a long 
time. 


2a EEE 
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Thare are seven different ways to arrange 
four squares with sides touching. Thosa 
configurations make up tha Tetrads that fall 
in Tetris, Each Tetrad can be usafu! for 
certain kinds of situations, Study them and 
mastar their placamants, 


This Tetrad is tha only 
ona that will complata ¢ 
Tetris; four solid tines 
formad with one move. 
You can usa it affactively 
to fill long, narrow holes. 


Fill holes that are one 
block deep and open to 
‘the nght or holas that are 
two blocks deep end 
open to tha left with this 
Tatrad. 


1969 Bullet-Proof Software © 1968 Nintendo 


This Tetrad is good to 
usa while filling single 
block gaps and for ptac- 
ing on stair-like patterns. 
You can use it to com- 
plata up to two lines, 


The 4-Square is shaped 
to fill spaces that are two 
blocks deep. Try to work 
it into @ low position and 
kaap it from adding 
haight to tha stack, 


Z-Block 


This awkwardly shaped 
Tatrad can cause a lot of 
problems. Look for a 
two-block wide and ona- 
block deep space thet 
opens to the left. 


This Tetrad is a mirror 
imege of the L-Block. 
Usa them horizontally 
and you'll be abla to kaep 
tha stack low. 


Z-Block 


Reverse 


Tha Z-Block Reverse is a 
mirror image of the Z- 
Block and it’s equally dif- 
ficult to placa. Try to 
keap tham under control. 


AN EVE ON THE NEXT TETRAD 


A box in the lower-right corner of the screen 
previews the next Tetrad to fall Keep an eye on 
this box and make your decision on where to 
place the currently falling piece based on the one 
to follow. 


EXAMPLE || 


The T-Gtock cosld 
easily lit lo either 
Space at the hottom 
of the screen, het 
the next Tetrad can 
only fit In the space 
‘on the right. 


While the ba 


uU fetris are very simple, 
there are a lot of 


eful moves that you can 


develop to help keep the blocks under control 
and to build your score Take a look at the follow- 
ing Tetrad-placement examples and keep them 
in mind while you are playing the game 


EXAMPLE 
Moke aere thet yoe know 


falling Tetrads em halit for 
‘ond thet you place them 
accerdingly. This L-Block fita 
very well over @ two-hlock 
high stack. 


EXAMPLE 


Yos can keep the stack low 
by placing Tetrads horizon- 
tafly. In this example, the L- 
Block Reveree fills a one- 

hiock space and makes the 
stock two blocks lower then 


mad it wold he It it were vertical. 
SS 


EXAMPLE 


Yos could piece the 
tolling 2-Block 
Reverse In the open 
space to complete 
two lines. Looking st 
the eext block, 
thosgh, you'll see thet 
Ht you walt to fill the 
space with the L- 
Block thet's oo Its 
way, you'll he able te 
score three lines ot 
once tor mom points 
eed « lower stack. 


EXAMPLE 


some cases, it looks like 
you mey be covering a 
space when yeu are actually 
completing s llee. Atwaye 
watch the width of th 


EXAMPLE 


Some piscements that may 
look odd at first tern ost to 
be good moves. This 4-Ser, 
for example, Jooke like It'e 
covering a lerge gap. It 
mally completea a fine and 
mokea the stack smaller. 


EXAMPLE 


Here's snother exemple of @ 
Tetrad placement thet looks 
like it’e creating a gep hut 

octeslly msalta le s line com- 
pletion. Keep your eyes open 
and plece the Tetrads wisely. 


EXAMPLE 


While It's not good 
Practice to cover up 
spaces, yos cen hece- 
fit trom doing so when 
you know thet yoo'll 
he able to quickly 
complete a line end 
open ep the space 
again. Sech Is the 
cage In this exemple. 
The L-Block covere a 
spece on the left, then 
8 T-Block dmps to 
complete the line. 
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At times where 


Reopen the gap as eerly as possible. 


> oo. ry 
ack a lnelee 


When covering a spece, try to plece the Tetrad 


as low as possible and close to other blocks. 


point total, they may sometimes be risky to 
attempt. It's @ good stretegy to save a one block- 
wide space for a 4-Bar, but you shouldn't let the 
stack grow too high or your game may end 
abruptly When the stack gets above the comfort 
zone, change your strategy and start completing 
lines. 


It yoa fet the 
stach rise toa 
high, you'll be 
burlad. 


you will have to temporarily 
Cover open speces, it pays to know whet to do. 


If there ere geps in your stack, try to arrange 
felling Tetrads so that they don’t create an even 
bigger stack of blocks on top of them. 


Position this T-8lock So that It daasn't 4 
hulld oe the gap. 


When the steck of blocks has reeched ¢ certain 


point and you're still waiting for a 4-Bar to com- 


plete a Tetris, you'll heve to shift your strategy 
and shorten the stack. The diagram below 
should give you some guidelines. 


Red Alert! 


If you're going for a Tetris, it's ¢ good idea to let 
the one block-wide gap open gradually to ¢ two 
block-wide gep. That way, you'll easily be able 
to fit in Tetrads other thet the 4-Bar and com- 
plete lines when the stack gets too high. Also, 
the stack on the other side should be the seme 
height as the gap or ¢ little higher. 
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ff your atach looha 
Ihe this, you 
hatter hope for 4- 
Gare. 


Opes the gap at 
tha mouth sod 
build away from it. 


A wida opening will accommodate 


When there are gaps, you should make moves to 
open them up es soon as possible by completing 
the lines that include the gap-covering blocks. 


Complete the tees th: jude the gap-covering 
hiochs aed opee the spaces. 


Try to hoep tha stach et 
this maximum helght 
while golog for a Tatria, 


When yaa’‘re thia clase 
fo the top, you ahould 
try to para down tha 


Cut the stach dows when It geta 
taa high. 


“AND SLIDE TO FILL SPACES 


Covered on three sides, it 


Even when spaces o 
still may be possible to fill them with the right 
Maneuvering. Study these two techniques. 


Slide ’Em In 


Even after e Tetrad lands, you can slide it from 
One to five spaces, depending on the speed, 
before it settles. That will allow you to eliminete 
some out-of-the-way gaps in the stack. 


Quring a Game Link match, you can send blocks 
to your opponent's side by making multiple fine 
completions, It's a great way to lower your stack 
and raise their stack at the same time. 


Know Your Opponent 
The goal of a Game Link match is to complete 
30 lines before your opponent or to get his or her 
stack to the top of the screen. Study your oppo- 
hent's strategy and act eccordingly. 

A Tetris will send 
four lines of 


blocks to yosr 
Opponent’s side. 


You'll win it you 
can complete 30 
lines betore your 
opponent. 


Twist 7Em Around 


lf you know how the Tetrads tum and what 
spaces they fill, you can perform some emazing 
maneuvers at the fast moment. Fit them in one 
way, then turn them as soon as they land. 


‘Work this T-Bloch into 
‘the space vertically. 
Then twist it once 
cosnter-clockwise ond 
fill the apace perfectly! 


Keep An Open Space 
The same one block-wide gep will show up 
every line that your opponent sends your way. 
Open up the erea ebove that space and you'll be 
able to complete the fines as quickly as they 
appear 


Open the spaces that sppear m the lines thet your 
opponent sends snd fill them m 


Look a the following three playing situs- 
tions and decide where you should place 
the falling Tetreds. The solutions are below. 


Question #1 


Question #2 
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1990 Nintendo 


Vitamins, ol either solid shades or “ 

two tones, begin to drop slowly, cae 
one by one, from the top of the 
screen. As they fall, manipulate 
them so that they match the 
shades ol tha viruses or vitamins 
beneath them. Begin clearing 
viruses from the scraen by stack- 
ing threa vitamins over viruses of 
tha same shade. At first 1's easy, 
but as the game progresses, the 
vitamins lall Jaster and faster. 


yoe pet dowe to the 
last few, yoo'll have 
position 


Wipo cet the fast virus 
to cleer the level, then 
press Stert to 
Immediately hegin the 


When you plece the wrong shade Match them ep next level. Catchy isn't 
over @ virus, you'fl have to stack Ch naa or n? 

tham four-high to clear tham and EE on the doctor to 

try again. see what's next. 


FIGHT VIRUSES WITH SIX 
DIFFERENT VITAMINS 


Three kinds of viruses threaten to escapa from the 
bottla. You and Dr. Mario fight back with six kinds 
of vitamins. You have three solid capsules, one 
white, ona gray, one black, and threa that are two- 
toned, By rotating tham to fit your needs, you can 
often use ona vitamin to caver two virusas. Press 


tha A or B button to rotata tha vitamin a quarter 
turn and stand it on snd, or flip it over by pressing 
twics. Press four timas to meke a complete circla. 
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A basic and efficient move is 

to place a two-toned vitamin 
over a matching two-toned vitamin or over 
two matching viruses. It's a great move 
when you're near the top of tha screen and 
have littla time to manipulate the vitamin 
You can simply move it over and allow it to 
drop Before making any move, look to see 
what Dr. Mario 1s going to throw out next. 


A white end bleach 
vitamin Is ahout te 
tall, It will fit peslectly 
over the white and 
hieck virusea on the 
left, 


Arop the white and 
hlech vitamla into 
plec in you con 
move the next vitamin, 
which Is grey ond 
fleck, to the tor right 


Often it's obvious where you 

should put the falling vitamin. 
Other timas, you have to decide quickly 
which of a couple placements would be bet- 
ter In the photos below, for example, two 
places look like good prospects, and you 
have vary little time to make up your mind 
where to make your drop. 


Where de you went 
the gray helt to tsi? 
Keep In mind thet the 
next capasle lao 
blach snd gray two- 
toner. 


Tip It on ead and drop 
it on the white stech. 
tt will clear the whites 
snd aet you op to ese 
the nest vitamin. 


#2 Plan ahaad to saa what you 

can set up. Sometimas you 
have to look down several rows to see how a 
move can work for you. If you can match half 
of a vitamin end let the other half drop onto a 
match below, you'll effectively use tha whole 
thing. 


Yoo hsve o tew 
choices In this 
situation. You might at 
first thinh thet yos 
can match ealy half ot 
this vitamin, 

Match the hiach halt, 
‘es shown. Clear the 
hisch vires, snd the 
white helt with the 


#2 Decisions, decisions. And you 

just don’t have time to get a 
second opimon! Should you stand the cap- 
sule on end to clear out the white stack or go 
for more points by setting up a more complex 
move? As long es you aren't too near the top, 
you can take a chance and hope that the 
right capsule combo comes up soon 


Be you flip It on end, 
you con edd to the 
white stech. You have 
‘enother possihts move, 


though. 


+f Place arsy on pray 
| Put the next vitamin 
on the right, and when 
} you match another two 


Now that you're used to look- 
ing down the rows to match 
stacks vertically, start looking across the 
rows for side-by-side matches. Just as with 
the vertical stacks, four of a color matched 
horizontally will clear a virus or a line. Lay a 
solid vitamin flat, or stand a two-toned one 
on end and shp it into a single space. 


shout to tell Is e great 
match. 


Silp the tailing vitamin 


ah 
color match to clear 
hoth vitamins. 


Keep a step ahaad of the game 

by plotting your next move 
before you set the vitamin down. It's espe- 
cially important when you have more than 
one possible placement because it some- 
times allows you to teke advantage of this 
vitamin to set up a high-scoring double or 
triple with the next. It's like having a sneak 
peak at the future! 


Should you put this 
solid white capaule 
shove the solld white 
ooe on the epper left? 
Consider the vitemin 


| Put it heside Inatead 
to cleer all foer white 
halves ond open the 
apace tor the blech 
‘ond grey capsele. 
Score a doshlei 
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2 aa DOUBLE DOSES 


When you're playing for points, plan your 
placements to teke out es many viruses as 
you cen tn a single move. Try to sat up e 
chain reaction that will ripple down or ecross 
the screen, wiping out bugs and racking up 
points Not only do combination moves score 
big, they're fun to wetch, too. 


‘Where will It th? You 
kave o ckolce, hot 
osty oe ot them will 
yleld o double. Firet, 
flip the black oad 
wkHe cepuule over 


Ploce white os white, 
8s shows, to clesr the 
tour wkNe kolves. The 
grey kell will tell to 
clear the qreye below 
5 


When the screen is crowded with lots of vita- 
mins and viruses, moving cepsules to remote 
Spots becomes more difficult With skillful 
Meneuvering, though, you can fit them into 
some very unlikely-looking spots. Be alert 
and seerch for possible landing sites thet 
aren't immediately noticeable. 


There'u 06 good upot 
for tkiu vNemin. Or Is 
there? Try ulldieg A le 
hetwees the twe hieck 
sed gray cepuules. 


Fllp the capuule sp os 
end ead slide A down. 
At the lest secosd 

ture H sidewoys agein 
sed uflp It Isto place. 
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: 2a MAKE MUSIC! 


Be sure to crank up the volume before you 
make a messive sweep. If you menage to 
clear more than 20 vitamins and viruses et 
once, you'll get more than just a pile of 
points. Your Game Boy will begin to play e 
special (and familtar} tune that you won't 
went to miss! 


When you're too close to the top to drop vita- 
mins thet don't metch there, you have no 
choice but to head towards the bottom. There 
might even be a good match somewhere 
down on the screen. It's getting there that's 
the problem. By turning the capsule here, 
Sfiding it there, you can zig-zag to your desti- 


A op cod ood slide it 
‘=| dows. Ture it sideways 
=! ot the test momest. 


(itd SLIP ’N SLIDE 


Just because e virus is low in the pack 
doesn't meen thet you cen’t top it. With quick 
thinking and rapid reflexes, you can stip e 
capsule into out-of-the-way places Making 
it fit sometimes tekes fancy flipping and slick 
side-sliding, but if you have a mess near the 
top of the screen, moves like this cen be 
game savers. 


At first gleece, W 
looks Iike this vitamle 
is Juut goleg to ot in 
your wey. Teke 
geotker look. 


owe HIGH SPEED?! 


Are you up to the chellenge of Level 20—et 
high speed? You need limber fingers and 
lightning reflexes to clear the B4 viruses thet 
reech almost to the top of the screen! If you 
meke one wrong move, you're doomed Like 
the NES version, Dr. Merio for Game Boy hes 
animated scenes at the end of certain levels, 
and something special at the end of this one. 


Dr-MARIO 


For twice the fun, try the two-player made. 
Although the goal remains the sama, with 
two players there Is the added challenge of 
clearing the screen before your opponent 
does. Strategies change, too. It's mare impar- 
tant than ever to make multiple matches 
because they impede your opponent's pra- 
gress, but you'd better not take too much 
time setting them up. 


FROM OUT OF NOWHERE WHAT IS YOUR OPPONENT UP TO? 


By clearing more than one virus at a time, you can make Each player sees the action from his awn perspactive, so you won't know how many 
play difficult for your opponent When you clear two, a viruses your opponent has left until the game ts over If you take too much time setting up 
vitamin half drops onto your opponent's screen. The plays, you might find yourself on the losing end. 


more you clear at once, the more halves you send. Just 
remember that your opponent can repay the favor! 


(PLAYER 2 


How mony vireses 
does yoor 

=} oppeseot heave? 
You won't know 
until it's over. 


in the heginning, 

Player 2's view Is 
mach like thot of 
Player 1, Thot will 
soon cheng. 


Try some hed medicine. 
be Sot yourself ap to clear 
multiple viruses [ 


Compiicetions 
ortse in Player 2's 
cose. 


good! Whst shout 


‘to yoer opponent. yoor opponent? 


How ho knows 
Player 1's o1 


Depending on whers they 
fond, the vitamin hetves 


Smert pley snd 
quick thinhing psy 


off! Go for the hat it's tor 
best two ost of Start ploening « 
three. remetch. 


2 PLAYER came | 


vou 

com 

SPEED fi 

NOU poy, 

X38 cS mem wt 
nUSTC 


2 PLaves GunE 


FEVER CHILL o 
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B Which Way Out? 


Each room in the maze |s filled with obstacles 
Kwirk must make his way to each room's exit, 
which is no easy feat given the configuration 
of the obstacles Some are blocks that you can 
push, others are turnstiles that flip certain 
directions You must move them to clear the 
path 


THREE BASIC OBSTACLES 


Like revolving doors, this: 
one swings around ina : 
complete circle ifnothing 


blocks its path. 
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Acclaim has created a puzzler in this maze game featuring a hip tomato 
with too-cool shades With three play modes and dozens of baffling rooms 


lit’s the Pits! 


The black spaces that you'll encounter in some 
rooms are pits You can't cross them without 
filling them first with blocks of corresponding 
shapes. That's not as easy as it sounds, 
though, beceuse you'll have to find a way to 
maneuver the right block to the right space 
Begin by deciding which blocks will fit or fill 
which pit As you fill the pits, you get more 
room to move around, 


A block hole! Yor 
can't walh throsgh 
or jomp a pit. if you 
can't woth arosed it, 
Mm itis 


When yos place a 
bioch ie the right 
pit, it welll fill it in 
aed give yos more 
room to maneuver 


Push blocks in the direc- : 
tion you want them togo. : 
Avoid moving them right : 
next to the walls : 
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to clear, it's a challenge for even the most proficient puzzle solvers. Get 
teady to head ‘em up and move ‘em aut 


Tip the Turnstiles 


The Turnstiles rotate 360 degrees, but they 
won't budge if there is something obstructing 
them Figure out which direction you'll need to 
push the Turnstile 
to clear the way for 
your next move. 
Plan ahead to use 
them to your 
advantage 


Other Characters 
Tomato Kwark isn’t the only vegetable in the 
patch. Sometimes other characters are in the 
toom, too, and each will come in handy at 
some point. Press 
Select to activate 
them one at a time 
To clear the room, 
all must reach the 
exit. 


Fill pits n with blacks of 
corresponding shapes. 
They must fit perfectly to 
clear the way 


in the Going Up game mode, Kwirk is attempting to climb to the top of the 
maze He'll work his way through three levels, each containing 10 rooms Your 


If you're careful, you can complete the first 
room with as few as four moves. This 1s your 


opportunity to faarn how to usa tha Turnstile 
obstacles Start flipping them! 


Fram balow, move tha 
door clockwise two 
quarter-turns. 


Move tke otker door one 
turn counterclockwiae. 


Go around and pash 
down on the left aide. 
You're donal 


Three blocks stacked vertically block your path 
to the exit Your only choice ts to push them to 
the side If you begin with the wrong block, 
you'lf have to start over 


First, pask tke top block 
‘il the way to the left. 


Qo the aame with the 
lower block. 


From below, push the 
center block up te clear 
tha patk 


{n this room, which has difficulty typical of 
Level 1, your obstacles are movable blocks. 
The room is small and has Itttle space for 


maneuvering the blocks, so try to think 
through your moves before you begin 


(cca [cE] 


Mave down and shove 
the center square to the 
left 


Pusk the fong block 
right and the rectangle 
back down. 


{n Level 2, the rooms are more challenging and 
require more complex moves than they did in 
Level 1. When you have to rearrange blocks to 
fill the pits, try to match the shape of the block 
with the shape of the pit. 


Stide the block on tha 
Ieft down and ovar into 
the pit 


Pusk tke long block 
down, the aquare one 
up. 


Skove tke long block 
Inte the pit Follow with 
the square. 


progress stats will be displayed when you clear each room 


In the Heading Out mode, players can challenge themselves to finding their 
way through a designated number of rooms. Time ts ticking away from the 
moment they enter each room, and so are bonus points! 


A large, square block rests in the center of the 
third floor. ff you begin by pushing it down, 
you'll find yourself trapped in the corner with 
No way out 


Push down on the 
rocker door and move to 
the lower area 


Shove the block ail tha 
way up. 


Rock the door back up 
to clear tka doorway 
and the room 


= 


You'll enter soma mind-boggling rooms in this 
level! And yes, there really 1s a solution to 
each Learn to look for clues to the correct se- 
quence bafore you make your first move You'll 
be racking up the bonus points in no time 


(car (em) 


This reom Is crowded 
with turnstilas, Opan 
them caretully. 


sea] | SLA 


Move tke turnstiles on 
the upper rigkt. 


Oo some fancy flipping 
te claar a patk to the 
exit. 
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<)< ASPIRATIONS 


Dana is a magician's appren- 
tice whose fondest desire ts to 
earn the title of “Magician.” To 
realize his dream, Dana must “=: + :> 
pass the hardest test of his life 


<) RITE OF PASSAGE 


The challenge lying before 
Dana consists of 5 levels of 
10 rooms each—50 new and 
different rooms in alll Dana [*-.-- + +s 
must apply his megic skill expertly to reech 
each key that opens the door to the next puzzl- 
Ing room. He must master the arts of making 
and breaking blocks and playing with fire to be 
successful And. as if the rooms aren't tough 
enough, Dana also faces time limits, limited 
lives, and numerous monsters. Some monsters 
can even break the blocks that Dana creates! 
But not everything he finds ts bad—Dana will 
meet friendly fairies and find many items thet 
will help him earn his title of “Magician!” 


s¥nres=_) 
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a4 CLEARING LEVELS WITH DANA’S MAGIC 


Walking, jumping, and ducking won't be enough—Dane’s ability to cast magic spells is his key to 
success! 


DANA’S BLOCK-MAGIC 


Undoubtedly Dana’s most versatile tafent—he can : 
create blocks in the spaces next to him at three | & 


different heights, depending on whether he 
stands, jumps, or crouches. He can even edge out 
to create blocks a space away. Dana can break 
blocks the same way, or jump up to smash ‘em 
using his head! 


Each spell cast destroys one enemy. Dana cen 
buy spells at shops and carry up to three at a 
time 


Magic Items That Will Help Dana 


Magic Items can be found in shops or hidden 
in various rooms. 


Eock Jor holds nme Fire Goll-ase it 
wisely to dostray 00 enemy 


Allows Dnon to cai onn fniry 


Extingnishns onn finry Gnrn 
Flamn 


Used to bresh one Mirror of 
Comirror 


$5,00D hoaus 


$3,000 honus 


Adds more tims to the timer 


$10,000 hnnnn 


Nneded for admissinn tn 
hiddes roomn 


Allows Dooe to ron fontnr 


Lots Gana destroy blocks by “best 
butting* oace Instead of twice 


24 SPECIAL TECHNIQUES 


these techniques, as 
throughout the game! 


Here are a few examples of special rooms that 
require some tricky techniques and special 
strategies to pass through them. Practice 


SOLOMON’S CLUB 


-{ DANA'S FOES 


Here is a “Rogues Gallery” of enemies that 
Dana will face during his arduous mission. 
What a fearsome gang! 


Dana will need them 


The best way to deal with Sparkling 
Balls is to create a small block box. 
Then, wait until one enters, and seal 
it inl 


eee | 


Get through this room by creating 
blocks in the spots that don't have 
Ogre's Seals—leap from block to 
block to the key and door. 


Use the unbreakable moving blocks 
as platforms to leap from one level to 
the next. Jump onto them as they 
move toward Dana. 


Burn Flames raise the degree of diffi- 
culty here—try shnnking them with 
Magic, then quickly jump over to 
safety! 


{HIDDEN ROOMS 


Dana can find five hidden rooms 
in the game, one on each level. in 


* LEVEL 1 


each hidden room, he needs to 
find the hidden “Solomon's Seal”. 
Find all five Seals, then see what 
happens! 


* asses 3 


* LEVEL 2 * Sever 4 


* LEVEL 5 
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POWER BOO 


When you clear multiple shapes, you some- 
times earn special Power Booster rtems Each 
can be used only once, even though you might 
actually pick up more than one. Use them 
wisely! 


To keep the shapes that drop from above from crashing 
into the Querthdome below, the player pilots a Block- = T 7 
buster ship and fires blocks at them as they fall. When fr || 

the blocks and shape form a square or rectangle, they T 
disappear from the screen. The ten shapes fall fester and 


faster as the game progresses. | ad =] 


In both one and two 

increase the 
ployer Trades, othere Hh | | spoce ot the 
In ondy one ot the Uf |} | blocks you 


Temporarily | { Zap all 

stop Ihe shapee trom 

ehapes from the screen at 
I falling. NE | once. 


Mester the easy ones, Ilke Don't get trigger hoppy ond All shepes cen be completed 
this i-shepe, first. pile up unnecessary blocks. with jus! four eherp shots. 


( \ | Feeling 
9 jucky? It 
might help, 
- it might hurt 


the shapes 
down. 


Save the dey 
» by slowing 
= 
= 


Yoo con clear the sqeere 
first and then the 
rectangle to clear the 
ecreen. 


Send your 
opponent 


id up the 
rate of your 


—_ Ww 
Sat for more points, fil iH WwW 

in the eldee then the vy opponent's Vv triple-layered 
center ond clea the ae | blocks. 


Select Your 
Blockbuster 
Which do you prefer? All have the 
same capabilities, but one might 

bs your good luck ship 


Square MK 4 Earnest Beetle ~~ Koubah Bahri Ding the 3rd Armament Pearl Fickle Savior 
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x 


This is an easy stage that 
moves slowly. Practice your 
moves end collect lots of 
items. 


Doe't start Ie the middie; 
‘add rows left and right first. 


side, thea the middle 


Stert ow the right aed sweep 
to the Jeft with yoar blocks. 


2-PLAYER GAME LINK ACTION 


You hive lots of chences to impede your 
opponent. For starters, cleer big blocks to 
shorten his viewing aree 


Your oppaeent can 


thelr owe levela aed 
stages. 


make play mora 
alfficult 


Fill fe the left side, the right : 


This ove Is eaaler thae It 
looks Use your blocks 
wisely. 


to clear this combinetios 


Take the “OD” shope as ow 
Clear “M” pieces ledivi 


Whee your opposent 


shapes are dropping quickly 
and they're more complex 


There Is more than one wey 


N 


moooges to clear meey 


shapes et once... 


... your view of the acrese 
Is restricted! Bummer. 


“hinder your epponent. 


You ose! Winged guerdises 
cary you olf to start over. 


cd STAGE 9 ’ 


ft might be better to take 
these complex shapes apart 
instead of trying to form one 


(t's a massive block! Take It 
ost place by piece. 


Take these le small 
sections Get them hefore 
they get you. 


Hustle here Bo for a hig block 
with the umber elec 


The wiener triumphal The 
most slmble Buorthiae 


Use the items yor collect to 
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? GARGOYLE’S 
= QUEST 


e | With moody musiend gruesomé graphics, Gargoylé’s Quest¢ransports 
Ent u The Ghoul Real m you to the myStice! Ghoul-Reaim, It combinss elements of adventure end 


ans playing games 40 creste the ultimate Geme Boy chalisngé! 


If You Dare! 


MONSTROUS 
MAGIC ITEMS 


As the gargoyle, Firebrand, it is up to you alone 
to save the Ghoul Realm. Although there are 
meny helpful items available, onty your skill will 
allow you to finish your quest. You'll find Msgic 
lems scattered throughout the world, or you can 
eam them by finishing a level. The kings of the 
Ghoul Resim will also award you with such 
items for deeds of daring. 


Oar Of The Dragon 

A moestrous ally will give you this mystiost ermor 
to help you tind the King. It wifl Incresse your Life 
by 1 polet. 


Armor Of Gulle 

it o Gergoyfe in Symon Yiltage to obtsie this 
defensive item. tt too will lecresse your Lifc by 1 
point. 


© Wing Of The F 
You will find this itsm we 


tree on you 
will Increase ti 
yos to cross the Yalley Of Flame. 
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POWERELE SPE REUE SPELLS 


© BLOCK-BUSTER SPELL 
The Sloch-Sester Spell edds power to your fiery 
breath, enobling yos to destmy certale biochs. You 
will gain this megics! 3 
spell etter defeating the 
Moester Tower end ec- 
qelrieg the Smmlin 
Stich. 


OCLAW SPELL 
You cao ese the Clow 
Spell to crests s soft 
Iseding plece omidst 
the spihes thet are so 
prevelent in the Shoe! 
Reolm. 


LIFE REPLENISHING ITEMS 


© Essence Of Soulstream 
Use this potion durieg s combat 

seqeence to restore e usit ot 

Life energy. 


© Dark Heart 

This heert will heat one enit of 
Ute energy, ond Is toend In the 
dangeons in berd-to-mech 
pisces. 


A 


© Vials Of Soulstream 
‘These viels em the cerrency of 

the Ghos! Reolm You cas ese r= 
them to huy Tsilsmoes (1-Ups) f 

from Shope. 
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GIFTS FROM KINGS & PRINCES 


© Barone Jark 
Bor dork will give you the Fir 
but before be ceo hefp 
ve to fled his Gremlin Stich. As $ reword, 
tern Grent you the Cendle Of Poltergelsts. 


resit Of The 


©King Darkoan 


Klog Oarkoos Is le dosgert He bes heen heates and 
hy the Opstroyers Uss the Poltergelst 
wehen him end he will increase your 
Jomp end Wiog power hy ove point. 


© Rushifell 
iqeish Resblfelf, be will give you the 


leader of the Oestroyers awalts yos at this pr 


QueStyTEms 


© Gremlin Stick 

Yoo must retrieve the Gremlin Stich for 8eron Jorh 
It has been sealed is the Sig Mosster Tower (Map 
4). 


© Candle Of The Polterge 


This gift from Seron Jerh will sllow you to swahen 
King Derkoss. 


© Candle Of Darkness 
The Csodle Of Onres iil be your rewerd for 
completing the Seed Meze. It will be esetul tor 
getting clues trom Symon, end tor tinding ths 
mysterloes Mojorita. 


Eternal Candle 

Alushifell hes the Eternel Cendle Once you defest 
him, you will obtain it, and with it, the secret of 
fied Slezel 


SET 
ENCOUNTERS 


Some sncounters in the overworld will always 
be in the same place. Some are enemies, but 
others are friends with clues and hints. Visit 
them all 


Theae ore the two 
rougeu who utole 
Jerh’u Gremlin Stich! 
Untortunotely, they 
have hidden it In the 
Sig Monuter Tower. 


Usrkoon’s followers 
ere confused without 
thelr leader. At the 
end of this maze, 
you'll enter 
Darkoen’s Palace. 


~ WANDERING 
MONSTERS 


GLOOM EYE 


The touch ot a Gioom Eye la 
deadly, Sut they heve e limited 
range. Avold them as they bounce 
towerd you. jeer alone or 
with Man-Esting Plenta. 


GORILLAR 


The hrutiah Sorillar attach in @ 
welrd way—by tossing their headul 
They can toke o lot of hits, so 

he patient und uau hit ead ren 
tectics. 


Theue creatures ure huavily 
armored hut easy to svold. Toke 
your tirae when fighting them and 
get your hits In when thelr hochu 
are turned. 


Destroyer'a armies 
ore wendering the 
pleinu end uwempu 
of the Dhoul Seeim. 
If you defest theue 
atrogglers, you will 
geln u rewerd ot one 
or two Viels. 


This Ghoul will tell you 
where the Sslece Of 
Derkoun fa, hut he 
‘won't get out of your 
wey until you've 
returned the Gremlin 
‘Stich to Jerh. Then, 
he'll not only move, 
but he'll give you the 
Dregon Armor. 


Sraegor huu vento 
couple of Gorrilers to 
mohke sure Firebrend 
doesn’t mehe it to 
Mejorita. Use the 
Clew to heet them 
quichly! 


The Destroyers are ravaging the Ghoul World, making it an even more ghastly place to live! As you 
travel from town to town, you'll often be ambushed by small units of the Destroyers army. You can’t 


just run—you'll have to fight to escape! 


Some inhubitents of the Ghoul 
Gealm Save gone over to the alde 
ot the Destroyers. Convince them 
to change thelr wayu with e bleut 
of Gargoyle Flame! 


TWIN MARR 


Twin Morr dwell in the uendu of 
‘the Ghoul Seeim end pop out to 
attack deuert trevelers Leep over 
‘thelr projectileu end reture fire. 


MALGOR 


The heuitent method of s Maigor's i 

attach ahoultin’t foo! you-they se oat 
ore relentless ond deadly Twelve 
hits are needed to destroy them. 


This friendly Geoul 
will give you direc- 
tiona: Go eest and 
find the Destroyera, 
H you dere. 


At this point, e galr of 
Gorsllers will chel- 
fenge your passage 
across the Valley Ot 
Fleme Deteat them 
‘and use your new 
Wings of the Fulcon to 
cross thia wide 
chusm, 


Oncu you've sum- 
moned Majorite end 

foorned her secretu, 

you know too much A 
duo ot Shull Tunbu will 
try to mebe wure you 
don't luave the cavu 
allvel 


GHOUL KNIGHT 


Eapecielly traitorous Ghouls have 
been knighted by the Deutroyers. 
carry Industrectiblu shields 
ond cen only be hit irom behind. 


MAN-EATING PLANTS 


Don’t let the neme tool yeu-theue 
plunts won't hesitate to udd 6 
Gargoyla to thelr menu. Wilt them 
with your Gergoyle hreuth hetore 
they attach. 


SAND IMP 


These tenacious little beings also 
Inhebit the deserts of the Ghoul 
Sealm, end preter to stay hidden 
heneath send Hit them when they 
Pop out 
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Me THE GHOUL REAL 


The vast Ghoul Realm was harsh and forbidding 
before the Destroyers Now it is intolerable, with 


EKUZOSU VILLAGE 


The inhabitants of this village will threaten to eat 
you, and those loyal to the Ghou! Realm have been 
locked up. Although you can get a password here, 


there are no Talismans for sale. 


JARKTON 


The first Ghoul village you'll find is the 
home of Barone Jark. You can buy Talis- 
mans for 8 Vials and get a password from 
the Ghoul shaman hare 
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evil monsters roaming everywhere You must 


restore order to the Realm! 


BUREIDO VILLAGE 


GURION TOWN 


The town of Gurion is your stepping-off 
point for adventure to the north Stock up 
on Talismans for 8 Vials each, and get a 
password before you ‘eave. 


You'll find the price of Talismans is inflated in this 
remota village—they now cost 16 Vials Other 
than a temple, where you can get a password, 
there is not much of interast here 


BYMON VILLAGE 


Barone Bymon's villaga has 
expensive Talismans—they 
cost 32 Vials each! Another 
Ghou! shaman will grant you 
a password if you talk to 
him, which makes it @ 
worthwhile visit You should 
also be sure to talk with 
Barone Bymon... 


— si 


Untl! you retrieve the Berone's 
candle from the Sand Moze, 
hn will not bnip yon, 


RUSHIFELL VILLAGE 


Again, Talismans will cost you 32 Vials, 
and a password can also be obtained This 
is the final village you will visit before the 
last leg of your quest! 


GARGOYLE’S QUEST 


The numbers on the map of the Ghoul Realm climb and fly over and around, es well as terrible 
correspond to the close-up meps thet follow. [tis enemies which you must defeat Be sure to 
in these side-view scenes that Firebrand will stock up on Talismans before you take on eny of 
encounter the greetest chellenges to his quest to these areas. 

save the Ghoul Reelm, Each Combat Scene 

includes awesome obstacles that you must 


You'fl heve to conquer this first hazardous area 
to enter the Ghoul Realm, 


HIGH ROAD OR LOW ROAD? CAPTURE FLOATING ITEMS 

You'll have a choice of paths at this juncture a Try to collect as many items as you can get your 
Either way will lead you to the seme place. claws on Use your wing power (jump end press A 
elthough the lower route 1s a little easier. You egein to hover) to cetch the tems in mid-air, end 
might went to brave both to get the Viels. ae then head for a safe perch 


OLD FAITHFUL 
Geysers of flame will periodically roar up 
through the gaps in the bridge. As soon es 
they die down, stert crossing. Move fast 
because the bones the bridge 1s made of 
will fall inte the river of fire once you touch 


STICKY SITUATION 


Thorns end spikes are the preferred decor 
in the Ghoul Realm To cross these, get as 
close to them es you dare, then ump up 
end hit the A Button again in mid-air to 
hover 


The monstrous erchitecture of this plece serves 
up the challenge, even without enemies. 


‘Wait it owt os the ledge 
for the fireworks to die 
down, thes edvesce 


Get close sed leap over 
the thores. Don’t forget 
Jo hover! 
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BIG TOWER MONSTER 


Not only is this tower full of monsters, it actually 
is @ monster! 


INNER WORKINGS OF A MONSTER 


Don't fear the moving pillars you'll sncoun- 
ter near the middle of the Tower Monster. 
Use them to your advantage to cross the 
spikes. Remember, you can cling to almost 
anything, including the sides of these 


MURDEROUS MUSHROOMS 


Shoot these poisonous mushrooms from a dis- 

tance After you destroy them, they will shoot 

deadly spores at you. Be prepered to jump and 

hover, if necessary, to avoid these projectiles, 
A hiast of fiery 


hreath will fry 
the mushrooms. 


Leop the slow- 
moving spores 
ond edvencel 


DUST HOLE 


This short path is your passage ta the north- 
westem part of the Ghoul Realm. 


breath for o long time. yoor fiery breath! 
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TAKE A DUST BATH 


Dive into the dust pit and 
“swim” down end to the 
night. When you reech the 
fight wall, go up and then 
out of the dust. You'll then be 
ready to go to Gurion Villags. 


dump out of the eend 
ond coatinee onwerdel 


THE EVIL EVES. OF THE TOWER 


pe ee ae aa i. 


| GRAB AN EXTRA GARGOYLE 


A side trp in the tower could result in a 1- 

Up Climb up to the half-way point of the 

Tower Jump off the side of the Tower and 

veer right—do not use any wing power As 

soon as you catch the 1-Up, start flapping 
) end make for the left opening 


Yohe the pfenge from 
this point and make 
for the t-Up. 


LOW CLEARANCE 


Ifyou rest on the felling platforms under the spikes, make | 
as small a jump as possible when you continue onwards. 
All the platforms in this level will fall if you touch them 


The terrain makes this valley dangerous. Your 
flight skills will be challenged! 


YOU NEED THE FALCON WING! FLAME SPOUTS 

Even with the Wing of the Falcon, you'll barely | *- Ht You cen fly right over these flame geysers if you 
make this jump. Jump up and out as high as you get ¢ high enough jump. Your next stop is 
can and when you start to fall, hover and fly Darkoan’s Palace! 

across. 


THE MALGOR APPROACHETH 


Dn the wind-whipped roof of the castle, the 
Malgor will shriek to the attack It can be 
difficult to move quickly fia 
due to the winds, so be 
careful. Use the Buster 
for maximum firepower. 


IRON BALL TRAPS 


A trigger on the right wall will release a 
giant Iron Ball from on high tf you don’t 
avoid the trigger, jump ta 
the left wall to avoid the 
ball. 


You'll find King Darkoan in the depths of his 
tuined fortress. Wake him with the Candle Of 
The Poltergeist. 


USE BUSTER ON THESE BLOCKS! 


The Block-Bust- 
er will let you | 
break blocks | 
thet look like | 
they have bub- 
bles in them. 


BEENOS WILL BUG YOU _ 


Step os « trigger ced 
flamas [aap from the 


WATCH YOUR STEP 


Darkoan’s Palace has been ruined by the 
Destroyers and rigged with flame traps | 
Some of the blocks that make up the floors | 
and walls are trap triggers: you can detect | - 
these by a slight bulge in the surface. 


Look carefully to spot 
the trap triggers. 
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Barone Bymon needs his Candle Of Darkness 
and it’s hidden et the bottom of this desert pit. 


FREE FALLING FIREBRAND 
Study the mep to plot 
your fall down the pit. 
Use wing power spar 
ingly as there are few 
safe spots 


THE SCORPION’S STING 
Always try to stay on ¢ 
different level from this 
Monster to avoid its fire. 
When it tries to follow 
you, hit it. 


WING ITI 


Use your wing power cerefully! Drop fram 
the overhang and start flying as close to 
the ceiling as pos- 
sible. Be careful on 
the falling _ plet- 
forms or you might 
drop into the 
flames! 


lower side of the 
block, you can wait 
for an opening, then 
fly up. hover and 
attack! 
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FLAMING FOES 


Again your path will be contested by ene- 
mies on every platform. If you cling to the 


Majorita, keeper of the Red Blaze, lives in this 
cavel 


GHOUL KNIGHT GOONS 


Ciing to the wall and breathe fire 
at the Ghoul Knights when their 
backs are 

tured. 


CLEAR THE WAY 


Each platform at the bottom of the pit is guard- 
ed by a flaming enemy. Drop down end defeat 
the first one from the right side Hover in mid- 
air and defeat the second, then cling to the 
wall and vaporize the third. Dnce you reech 
Majorita, you'll have ta question her repeatedly 
before you'll get whet you want. 


Cross this broken bridge to reach the south 
eastern part of the Ghoul Realm. 


y. 3 IARUY 
map @ YOU GOTTA HAVE HEARTS 


THE ROAD TO RUSHIFELL | 


The six skulls east of Rushifell's village lead to 
passages bke this one. Only the eastern most 
one leads to Rushifell 


When you get close to this heart, a flying plant 
will attack Fly up and away until you get ¢ 
straight shot at the plant. Once the plant is wilt- 
ed, go back and get the heart. 


PUMP UP 
if you're wounded, go for the heart 
here. Jump for the gap and activate 
your wing power when you're lined 


CLAW THROUGH THE PLANT PIT 


Three flying plants inhabit this passage. 
Advance slowly so you only have to face 
one at a time It's best to get right across 
from them end fire on them as they 
approach 


demp Irom the 
wall towords 
the gap. 


Hover next to the 
spikes and breath 
fie with the Clow 
selected, 


° ee E 
Activate wig 


Groh the little power, collect 
cloud that will the Heart, thes 
protect yoo Irom heed hack 

the spikes. right 


RUSHIFELL’S KEEP 


Rushifell has challenged you to catch him in this 
labyrinth it's your toughest challenge yet! 


RUSHIFELL'S KEEP 
IS FALLING DOWN 


When the roof starts collapsing, keep 
moving. If you don't hesitate, you'll 
make it unscathed 


There's a heart in this diffi- [7 7 
cult to reach room You'll) © 
have to beat a pair of Gorvi- 
lars to capture it. though 


Yoo're 
simost to the 
ond, don't 

looe it here! 


DRILLER KILLERS 


Devious drills come out of 
the spikes in this vertical 
corridor Use the Claw to 
create safe spots in the 
spikes Watch the timing of 
the dolls and continue when 


RUSHIFELL AND THE SECRET OF RED BLAZE 
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Defend The 
Space Colonies 


Defeat the alien forces on each world and you'll 
earn items that will add to your strength. Power 
Capsules increase the strength of the Tiger 
Tank’s laser beam. Bombs give you the explosive 
power needed to breek down barricades and 
defeat large groups of enemies with a single 
blast 


a d 
tat Sombs are 


ee sitective agoinst 
msssive alles 
forcea. You ces 
cerry ea mony 
as 10 at once. 


ee 


NAME YOUR GAME | 


Tahe off tor o planet 

soving misaion end defeat e 
Alieo Lite Corea In under- 

ground tunsela. 


You can prectice your 
sllen senihileting 
techniquea In @ cioaed 
orens before you begin 
your mission. Oece your 
training is compiete, you'll 
eern a ranhieg based 00 
your performesce. 


enax? scone oe 
Your Rate 


Goma Lin race to ace 
who cos beat the alien 
leader first. 


| Chollonge » friend toa | 


Fivé planetary colonies sre under attack by alién forces. {t's up to you to 


Zsghi 


pilot the Tiger space tank thrgugh theertypes of sfien Btasting- action, 


destroy the Life Cores and free the colonies. 


T™ & 


The Tiger Is cquipped 
st the beglening with 
a alngle short Laser. 


Collect 10 Power Cap- 
sules and the Laser will 
double In atrength, 


BE] | 


You can aud to tha 
power of the 
Laser with more 
Capsules. When 
you continue, 
(hough, the power 
will decrease. 


You'll touch down on Desa at the beginning of 
your journey with an overhead (2-D) view. When 
you enter the tunnels where the alien forces ere 
hidden, the view will switch to first-person per- 
spective {3-D}. Destroy the Life Core and you'll 
take off in a fast-action shooting sequence for 


the planet of your choice. 
MONOA | 


[ DN-1 a 


‘DESA 


4880 Atlus Ltd. Asuka Technologies inc. 


Since the action is shown at two angles, the 
items look different at the 2-D and 3-0 views. 
But, they still have the same powers. 


The game begins 
with as ovcrheed 
view of the 

plenet'a surface. 


The view awitches 
to first-person 
perspective In the 
tuenols. 


ee 


——, 
@o* 


irene 


° 
aR When you defeat 
the Life Core, 
you'll tahe off for 
B @ short shooting 
= sone. 
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DESA : ENERGY STATION 


There are two tunnels on the sand planet, Desa 
Blast the surface forces to build your tank's 
Laser Beams, then search the tunnels for the 
Life Core 


Heleeee ¢ bomb 
und the 
burnicade will 
wuy tor u 
few secondu, 


You'll receive your 
miseloe ordurs et 
the begianing ot the 


2] 


iil ENERGY 
ee sTHTION 
y Pl 
tat you tot noun 
use u bomb to energy to your 
shiulds 


by 
Low-level allees attuck Renas to the m 
in ee unorgunized 
mob. 


This spider-like 
creuture alwuye leeves 
bekind u Power 
Capeute. 


By destroying the Energy 
sems\niessitik Core, you'll make the Life 
togetker and utteck le 
chuln-like tushioo. 


MINES 
Watch out! The 
Mines uppeur 
und disuppeur. 
Meke sure thut 
you know their 
locutions and 
evold thoee 
spuces wken 
they ere off the 
ucreen 


Decu you'vu 
pulled the ptug 
oe the Life Core, 
you'll he ebte to 
grub u tan of 
Power-Ups kere. 


Blust the Coetrol 


hy deteetiag the Life 
Core, you'll guin 
eccess to the item 
Zone 


MESSAGE Tower ued you'll 
You'll leurn kere thut ‘ ENERGY CORE BS — | ane po u 


fusnel. 


ENERGY STATION 


You'll only lose energy if the Life Core ‘quuauars "| 
hits your tank head-on. Fire your Laser, >} Oe 
then prot to miss the shots : 
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Desa Tennel 2 
+>) 


MESSAGE 

At this ostpost, you'll les where 
attachments for the Tiger are 
stored. Fly to Monoe to pich ep 
the Hover Unit, Aqeel to get the 
Palee Unit and Gedem for the 
Shield Unit 


HOVER UNIT 
The Hover Unit allows 
yor to fly over 
‘anstable serfaces. It 
will he very seeful 
whon you get to the 
marshes af Aqeel 
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BLAST OFF! 


Once you've chosen your 
next destination, the Tiger 
tank turns into an airship 
and takes off for a quick- 
scrolling space battle. If 
you're fast on the fire button, 
you'll earn a lot of valuable 
items by blasting alien ships 
before you touch down. 


This huge centipede-like creature leaps from the| 
ground and hits you with a surprise attack Fire| 
away, then turn to avoid 
tts shots. 


Soer throegh 
spoce to the 
next cofony. 


A haga le: 
hoomerssg claws 

| guards the Pulse 
Ualt, Blast It to aare. 
‘this powerfal item 


Yoo'il leere here 
thet oe alle has 
taken over the 

| Pulsa Uait Factary 


0 
water without the 
Hover Usit 


Destroy the Life Core by 
shooting ‘ts thrusters, then 


The rocket-powered Life 
Core zaps in and out of the 


bot 


awe: 


Uyou dos't have tha 

Shield Usit whaa 

you cross these 

lees, you'll he fried 

Immadiataly. = If you steer Isto 
> these holes, 


BS 


ik 


them aed 
Power-Up. 


Dataat the guardiaas la froat of | 
the Life Core Chamher to ester. 


You'll aead this devica to pass 
throagh craciel areas 


you'll sple out 
of costrol and 
the taak will go 


Lesre shout the Demege Zoees 
and Traps at this autpost. 
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per- 
fected the technique of 
fing and pivoting by 
now Keep fighting! 


Stner nronnd 
thnsn Traps. 


Thny're nothing 
bat tronble. 


DAMAGE ZONE 


ENERGY STATION 
ENERGY CORE 


kL 


DAMAGE ZONE 


MESSAGE 


ean is DAMAGE ZONE 


Jonrney north. 


i 
ENERGY STATION Small ir cont the Life 
ee 


Core nnd providn it with ennrgy. 
Drinnt thom firnt, thon go for thn 
Cnre. 


CONTROL 
TOWER 
Blast thn 
Townr for n 
cinn nbont 
the Lifn Core 


MESSAGE 
Lanrn nbnut tho 
LUfn Core at this 
Ontpost. 


94 NINTENDO PLAYER'S GUIDE 


LAN 
When you have destroyed the Life Cores of 
Desa, Monoa, Aquel, Gadam and DN-1, 


you'll be allowed access to the alien base, 
Gidoro where the Life Cores have been 
restored. 


Oetest the Lite Core 
end yeu'll goin access 
to Estrasce C 


ENERGY STATION 


Defeat an ellen tor se 
energy refill at this cutpast. 


ENERGY STATION 


JOURNEY TO GIDORO 
Huge aliens guard the path to 
Gidoro. Hit them with your 
Lasers and continue your flight 
to this mysterious planet. 


THE LIFE CORES RETURN 


The Life Cores trom the 
previous plasets have bees 
revived In Gldoro. Meet them 
and beat them 


Avold costact 
with the Mises, 
They're seper 
explosive, 


CLUE 


Det 6 fix on the 
ellen leader by 

taking down the 
Castrol Tower. 


THE ALIEN LEADER 

AT LASTI FIGHT FOR aidey 
THE FREEDOM OF [p=geen—s 
THE COLONIES! a@r 
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SECRET AGENT TEAM ay 


beginning a dangerous mission—to infiltrate an 


In the dark of night, two black gliders float 
gently to the earth, One is flown by a man, the 
other by a woman. Both are highly trained spies 


MR. MASATO KANZAKI 


Masato’s years in the army 
have toughened him into an 
expert commando, He cannot 
jump, but his great strength and 
weapons expertise make him 
capable of facing off against 
tough enemies Masato is the 
agent that can use weapons 
found along the way. 


Only Masato 
cae ese the 
Machiee duns, 
Flamethrowera, 
and 3-Way 
Geea that the 

@ team will run 

across. 
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enemy stronghold, and taka it out! 


Also a highly trained soldier. 
Mizuki stands ~— alongside 
Masato as an expert in her 
chosen field. She isn't as strong 
as Masato and can’t use the 
Special weapons, but she is 
extremely quick and agile, 
which makes her able to leap 
over obstacles to safety. 


MISS MIZUKI MAKIMURA 


Mizeki jumps 
safely over 
daegera like 
polacnous 
marshes aed 
spiked floors 
to retrieve 
esetul Items. 


TM & © 1887 JALECO. 


POWER-UP. 


RANGE BOOST 


ve 


& 


re 


MACHINE GUN 
a 


STAGE 1 


Move warily through the outskirts of the ene- 
imy's fortified zone. Pick up everything, especially 
veluable First-Aid Kits, The quickest route to the 
Field Guardian is from the upper left corner, 
where you pick up a Key, through the door on the 
tight and into the middle section of the map. 


To defeat this giant platform of cannons, fire 
continuously at rt while dodging the barrage of 
bullets Destroying the 
platform rewards the team 
with a Key! 


STAGE 2 


The Jungle looks and feels much the same as 
the Field. The enemies are tougher here though, 
and they move more quickly. For a fast route 
through the Jungle, head up and left for a Key, 
then come back to START and move up and into 
the upper right area 


Oh cpIVE_NOONEC 


These automated annoyances are no match for 
our clever spies. Watch these mindless drones’ 
pattern and move from ‘ 
safe spot to safe spot to 
painlessly pass this area. 


To send this automated jeep out for repairs, 
stand between the shots of its 3-Way Gun and 
fire rapidly at its engine. 
The engine wall soon drop 
out, leaving another Key, 


The Field Guardian is an installation of 
three large, very dangerous, heavy duty 
cannons 


The cansons cos’t shoot 
everywhere Well traie- 
ed agents will qeickly 
find some safe spots 


Stand In these safe 
spots and fire into the 
base of the cosaons to 
sefely tahe them ost 


@\Floor spines 


These potentially painful obstacles are easily 
crossed by an alert agent Wart for the spikes to 
drop back into the floor, 
then speedily run across 
before they pop up again, 


The Jungle is protected by a giant tank that 
is armed with one very hazardous main 
cannon and two 3-Way Guns. 


Start by shooting 
determinedly et the 
mais cannon, dodgieg 
as the task tries to 
get withie reege. 


gone, st 
sides of the tank to 
shoot ost the two 

smeiler 3-Wey Gees 
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STAGE 


a 


The Cave offers new hezards as the team closes 
in on the fortress. For a quick route through this 
confusing aree, heed west, then north to Stair A 
end the 2nd floor. Once on Floor 1 again et Stair 
B, work west to Steir C. After returning to Floor 
1 vie Steir D, heed north to face # most ewe- 
some cave dweller. 


The exit of the Ceve is guarded by e huge 
fiery dregon, and he doesn’t like trespas- 
sers! The big guy breethes @ nifty three- 
way jet of flame, end his only week spot is 
his head. Aim for his brein while nimbly 
dodging the flame! 


Ae Old Firestarter 
moves towerde you, 
shower his heed with 
bullets 


id continue cosnteriag 
his fire with @ firepower esseelt of yor owe! 


ian! P r GU 


98 NINTENDO PLAYER'S GUIDE 


bn 


ee 
eee 


It's derk in this aree, end the agents have forgot- 
ten their fleshlights. To turn on the lights for bet- 
ter cave visibility, locate the control penel on one 
well, walk over to it, end 
shoot it until the Kghts come 
beck on. 


Wender carefully in derk rooms here on the 
second floor Unsuspecting agents cen tumble 
down pits beck to the first floor if they're not 
careful. After arriving on the second floor at Steir 
A, heed southeast, then north to Stair B. Then, 
after reeching Steir C, work south, then north- 
west to Stair 0. 


What's this? There's no other door out of this 
room, and the far wall is moving towards our 
teem. Try using a little commendo merksman- 
ship end shoot rapidly at the 
epproeching wall. It will 
disappear to reveal the 
second door. 


Qa 
This cute little mechenice! monster creetes prob- 
lems in getting eround. It reverses your motion 
For example, if Mizuki heeds north, she will 
sctually move south! Destroy it to return things 
to normal 


a MOVING FLOORS 


Here's a challenge requiring an agile agent. The 
floor moves underfoot, poisonous mershes grow 
all over, and the door 1s locked! To unlock the 
door, nimbly meneuver over to the control penel 
on the left wall and shoot it to open the door. 


STAGE 4 


The Fortress meanders and twists all over the 
place with tougher enemies every step of the 
way. The “quick” route ts really intricate. Start 
by going northeast to Star A, then head south 
from Stair B to Stair C for a short trip upstatrs 
From Stair C, keep following the letters to reach 
the final goal! 


The quick route for Floor Two begins at Stair A. 
Head east to Stair B. From Stair C, go south, get 
the Key, and return to C. From Stair D, work 
northwest to the ominous black pit marked “E”. 
Leap in! From Stair F, head northwest to fight the 
War-Dozer, then go back down Stair F for the 
final challenge. 


This well-armed automaton can do some heavy 
damage to a reckless spy with its barrage of 
missiles. To defeat it safely, try standing by its 
side in one of the upper cor- 
ners, and fire as rapidly es 
your gun will allow. 


@) KEY GRAB 


These rooms are a short side trip off the main 
path, but be sure to check them out anywey~ 
this missile-toting mech elso carries a Key, 
which Masato and Mizuki 
will need to reach the final 
defender of the enemy 


@ Mo 


Here's another one of those mechanical mon- 
sters that likes to reverse your sense of direction 
It sits at the far end of this narrow path, in its 
own smug droid fashion, 
and watches your disoriented 
Movements. 


RAE, 
mu 


To successfully complete their mission, our 
heroes must prevail agamst a mighty |) 
mechanical supertank! | 


| 
Start by attacklag Its 
“gee-arms,” thes take 
every other gee ost, 
ose at o time 


| Onca sl of Its guns 
are destroyed, attack 
th orb Ie the 

h It oftt 


@ LEAP OF F 
Whoops! This path just dead-ended at an omin- 
ous black pit Where does our team go from 
here? Well, it’s not a dead end~flex your knees 
and jump into the black 
depths of the pit to reach the 
next part of the fortress 


The second level is well guarded by a | 
mechanical behemoth that is solely intent | 
on dozing you 


To pass this meche- 
nized eutomaton, first 
shoot eway each arm |) 
whila evading Its 
bollete. 


| 
Fieelly, etaed |e front, | 
blasting it midcantar | 
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SCROOGE GOES POGO! 


Bouncing is the name of the game in Duck Tales Scrooge’s super 
flogy stick enables him to hop high and hop often during his quest. 
His bounce bops enemies, breaks blocks, and vaults him over 
perilous pitfalls The pogo does it ail! 


| make long jumps over wide gaps 
| For smaller hurdles, use the regular 


| jump | 


Scrooge will find some valuable 
treasures in secret rooms. To reach 
these, he'll hava to climb over walls 
and walk elong the top of the 
screen. 


If you reach 6 dead-end, 
‘try goleg over the wall. 
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TREASURES 
AND 
TREATS! 


a 


Besides the fabulously valuable 
artifacts Scrooge is in search of, 
he can pick up “pocket change” 
along the way. These items will 
pad his money bin and his 
chances of success in his quest. 


lo MCDUCK | IS A DUFFER 


Scrooge’s pogo doubles as a powerful 
golf club which he can use to drive 
blocks. This cen be useful to find con- room! 
cealed items and to attack! — 
| | seiog © PIECE OF CAKE 
ogelest e 
Leap from the vine and pogo 
|) reves! its | off of an enemy to reach the 
| costests. Cake on this ledge. 
| gErog8 Bd 1o90) 
| a 


treesure 
chest to 


@ TREASURE IT 


Any treasure is good treasure! 
Don't skip a single secret 


B Orive a 

mj block into | 
sfoeto | 
clear your 
path. Fore! 


| iz 
When Laenchpad brings 
the ‘copter In close, jump 
for the rope. 


After you cross the gap, 
leap from block to lock 
using pogo jumps. 


[@ pay up, puck! 


The statue demands a $300,000 peyment before it will let Scrooge 
continue upwards. 
Unlike the NES ver- 
ston, you can't pogo 
off an enemy to 
teach the vine. You 
must payl 


[@ sHooor | [@ HINT FROM 
WORKMANSHIP | | — NEPHEW HUEY 


|| This bridge also collapses | 


} even for a duck! 


| Huey’s hint 1s pretty fame, 


under Scrooge 


[o CHEAP CONSTRUCTION 


| | Dash across this bridge fest—it will 
collapse beneath your feet! 


|@ WANT A LIFT TO DUCKBURG? 


} If you accept Launchpad’s offer to take you back to Duck- 
} burg, you'll return to the Level Select Screen. You can 
| choose the Amazon again or select a different location 


(@PLAY BALL 


It looks ike some giant 
lost his marble! Wait for 
it to fall and roll into the 
passage, then follow it! 


© BURIED TREASURE 


Break down the walls with the pogo 
| and golf swing to reach the 1-Up! 


a! 
@ SUPER SHORTCUT 
To get rich quick, hop up and over the 


wall from the platform. Then go to the 
Incen King! 


The Warp Mirrors link various 
points in Magice DeSpell's men- 
sion These mirrors can be con- 
venient or confusing, so follow the 
map and chart carefully. 


® THE CEILING IS FALLING 


More bargain buitd- fa 
ings! You'd think a 
penny pincher like 
Scrooge built this 
mansion! 


the mansion. 


Nephew Huey's been 
kidnapped but he isn’t 
difficult to rescue He'll 
inform Scrooge about 
the illusionery wall in 


I MAKE HEADWAY 


Watch for low 
clearance when 
you're nding the 
5 Coal Cars! 


avoid the Ghosts 
when they swoop | 
Pi down on you 


(© AN ESSENTIAL SECRET ROOM 


Don't pass up this secret room, even though it 
is off the path to Magica. It contains an item 
that will give yau an extra unit for your health 
mete 


++. but you can walk 
right through Itt 


This suction ot the 
wall looks sold .. . 
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MAGICA DeSPELL 


Magica thes about her 
leir just in pogo range. 
Wetch for her spells 


© FREE FALLIN’ 
FREEBIES 


As you fall through this 


area, press Right or Left when she's in duck form 
on the Control Pad to and pogo her four times 
to winl ‘ 


reach the side ledges. 


roo 


HELMET HORDES 


Whack esch sult of srmor 
to find out It tressure Is 
concealed jnside its 


@ BRING ON THE 
BEAGLE BOYS 


The door to the African 
}) Mines ts locked and the 
key is in Transylvania. 
} After you talk to Loute, go 


back to Transylvania, even You woo"t have to explore 
the whole tking. 


| if you've finished it. 


—_ - 
© I'S THE Pits 
The trick in this corridor ts 
to get the ball into the 
pit so you can jump over it. 


me 2 
Eber 


Go isto the first Werp 


(© THE DUCK 
LAGOON 


To make it across this yA 
| underground lake, you'll fj 
have to pogo on the heads 
of the Creatures From The 


Mrs. Beaksly is 
here to help. Grab 
her Ice Cream 
Cones to gain 
staminal H 


Mirror to fled tke key | Duck Lagoon. Timing ts 

quickly! critical! 
[@ HEALTH " 
} FOOD 


The wall behind 
Mrs Beaksly 1s My 
an illusion Go i) 
through to get a [M 
1-Up and some ap Nig ti 
Cake! HMM 


y 
tna 
tt RN): comes 


From the forbidding cold of 
the Himalayas to the chal- 
lenges of the Moon, 
Scrooge won't rest until he 
has all five of the world’s 
greatest treasures. No one 
can say this duck didn't 
earn his fortune! 


THAT'S NOT ALL, FOLKS! THERE'RE LEVELS OF 


bs eee m_49% 


The pogo won't 
go os the seow' 


Fight snowballs 
with pogo jumps: 


In the UFD, ese the Remote 


whee yor reach % oO Castrol to call Gizmo Oeck. He'll 
the Abomlsable & FZ | keock down the wall witk kis 
‘Ssowmas. 4 rohotle strength. 
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—_ » a 
_ coment 
Solve The Sve some stores 
Mysteries OF rae tad ii 
ysteri [ ce enale( si yourney 


~~ B 
wv 


aradise In The Sky 


It has been said that the tower in the center of the World is connected to 
Paradise. Many have challenged the secrets of the tower, but none heve 
come back to tell their tales In the tradition of Final Fantasy for the NES, 
you play the role of a warrior who recruits three other brave fighters and 
sets out for @ great adventure The emphasis is on gathering clues and 
building experience which makes this adventure the first of its kind for 
Game Boy. Challenge the four Worlds of the tower and discover the 
secrets behind its four magic Spheres. 


orm A alg of rigptors 5 
PRENE FIO) ORL IA (OIG) OF" IO al 


Your first order of fusthese will u to recruit a = ot achenturers. an However, if one of these 1s recruited from the Guild, their HP will be 20 
character has his or her own strengths and weaknesses as shown m the —_less than shown here. The second column shows Monsters that can only 
table below. The first column is comprised of Humans and Mutants that —_be your initial character and the third is comprised of Monsters that can 
you can choose as your inttal character or as a member of the party. only be members of the party. 

MONSTERS 


mons And : MONSTERS 
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WORLD ONE 


 BALLAIBR a 


FIRST FLOOR 


1 

The statue in the Town of Hero once wore a suit 
of armor, a sword and @ shield Now those items 
are in the hands of three kings. Retrieve the trea- 
sures of the statue and you will earn a magic 
Sphere which will give you access to the tower 
entrance, Follow the itinerary below and begin 
your journey to the top. 


WORLD ONE ITINERARY 


stated 


RRS 
Sar tentsy 
Pace 


Go to the Adventurer's Guild first and 
recruit a party of warriors. Then talk to the 
townspeople and gather clues about the tower 
You'll learn from a visitor at the Inn that an evil 
creature known as Gen-Bu locked the tower 
entrance years ago and hid the Sphere which 
opens the door. If you find the Sphere, you'll be 
able to enter the tower. 


f) Town Of Herc 


) 


== When the statue of Hero donned it's 
armor, sword and shield, explorers were eble to 
enter the tower freely Now that these items are 
in the hands of the three Kings of the Base 
World, there is no access to the Sphere which 
serves as the key to the tower. ff you retrieve the 
Statue's treasures, you will earn the Sphere. 


A eat. € 


A gurl in the village was to be married to 
the King of the Castle of Armor Bandit, in the 
cave to the west, though, has threatened to de- 
stroy the village unless the girl marries him. 
Oefeat Bandit and the King will reward you with 
the armor that belongs to the Statue of Hero. 


Z Liawn 
{ } 
Once you have the armor shield and 
sword, return them to the Statue of Hero and 
you'll be rewarded with the Sphere Be prepared 
for a battle, though, as Gen-Bu will appear and 
attempt to stop you from fF 
entering the tower. He's very 
tough and very determined 
that you will not make tt to 
the tower entrance with the 
Sphere 
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PIGANAE BOY 0 ---nnnnnnnnnnreenneeney OG 
Tr oe 


ate the Blue Sphere which s the k 
ethereetma eeceeream SPECIAL TIPS FOR YOUR TRIP§ 
Ryu has one of the Orbs in his Sea Palace and Floating Island c 


Explore the isfands that are connected by caves and you'll 
WORLD TWO ITINERARY find a very small island on which you can float across the Ocean. Use tt 
to explore the islands in the east and you'll learn about the Airseed 
4. Port Town which is in a palm tree to the south. Stand next to the tree and search 
for the Airseed 


2. Island Caves 


Whirlpool 


Oive to the Bottom of the Sea with the Airseed in 
3. Floating Island the Whirlpool. Then, in the Sea Palace, examine where two CAVE AT THE BOTTOM 
rows of Orbs intersect and search in that same space ina OF THE SEA 


full of 
4. East Island Village Orbs You'll | | 
the Red Orb | 
ind Sei-Ryu. | 
5. South Island amr _ = > | 


6. Palm Tree Island 1 South Island 

The old man on the South Island will give you a 
- riddle You'll be able to answer his riddle by purchasing 
7. Whirlpool either a Battlesword, a Needle or a Rock {depending on the 
riddle) and by having your lead character take it to him 
He'll reward you with the Blue Orb 


SEA PALACE 


8. The Town At The Bottom Of The Sea 


9. Sea Palace 


10. South Island 


11. Tower 
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Td He : 


THE FINAL FANTASY LEGEND. . 


The evil Byak-Ko also seeks the White Sphere 
which will unlock the door to the next floor of the 
tower You'll find him in a Floating Castle. Un- 
cover the secrets of the Sky World and battle 
Byak-Ko for the White Sphere. 


THE SKY ITINERARY 
SPECIAL TIPS FOR YOUR TRIP 
[2 Floating Castle 


uo Sky Town Hidden Town 
2. Floating Castle You'll learn here that most of those Fly to the invisible town in the Sky and 
gy who resisted Byak-Ko have been defeated tha Resistance Base for clues. The twin 


and that he has gone to his elusive Floating deughters of the former Sky World 
3. Hidden Town Castle. You'll also learn that there isa Hid- —_eader will, together, be able to let you in on the 


den Town in the northeast. Get the Glider ication of the White Sphere. 


~ from a character named Serg in the Pub 
4. Resistance Base and fly to other areas of the Sky World 


ct G 22! 
hey ee 


you to Jail, seerch for 


g 
i th Sword 
Le ie Smate aid piso; ‘Glider, 
FLOATING CASTE 


7 Floating Castle 


Fight to the top of tha Floating 
Castle and retrieve the White 
Key Then meet Byak-Ko for a 
final battle. 
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SIXTEENTH FLOOR 


a me 


Explare The Ruins And 
Erase Su-Zaku 


Su-Zaku has the Red Sphere, which will unlock 
the door to the final floors of the tower You'll 
| need the Erase 99 in order to do away with him. 


take the Bike to the fibrary to learn about the 
hidden town, Akiba. In Akiba, you'll find the 
OM. Then travel to the Northeest Town to col- 
lect the Board and return to the Southeast Town 
to talk to So-Cho. He will lead you through a 
Secret Tunnel where you'll find Plutonium, the 
final ingredient in Erase 99. 


z 


RUINS ITINERARY 
Q Skyscraper 
uo 


Su-Zaku waits for you in the subway of this maze-like building 
2. Southwest Town Be prepared for his fiery ettack end use Erase 99 to destroy his force field This 
will leave him vulnerable to an attack of your own. When you are victonous, you'll 
earn the valuable Red Sphere 


5: Eibeary Several Floors Remain Eighteenth Floor 


Your battle isn’t over yet! Continue upward and fight an army of 
incredible foes, including the return of the four floor leaders 
Remember to save your game often and go back to your pre- 
viously saved position if you run into trouble You'll need a lot of 
perseverance to get to the top and uncover the secrets of the 
tower 


4. Akiba 


5. Northeast Town 


6. Southwest Town 


Nineteenth Floor 


7. Secret Tunnel 


8. Southwest Tunnel 


sida 


9. Skyscraper 
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THE FINAL FANTASY LEGEND, 


forthe Meat TRANSFORMATION TABLE Exit 


Of Enemies For 


a } RSTUVWX Y 
Surprising Results a T Ivivislklultiale 
After some battles, you have the jeg} —|— Gipimi|t Fit RJ O/CclE 
option of letting one of your party fhe * | 4 |1\R |G|O TIES) 1 CN 
members eat the meat of e creature foal * | 9 | [1/8 (Gio! |B/K/C\E|M Q@/H|UIN 
that you defaated The meat has no flag EK SPOIN (VT {Ol c let im) x/ais Flu 
effect on humans or mutants but it fig} EK) oln|y/t/p jie) | RE) Xi, S UE 
will turn monsters in your party into = Ja MF IA _HAUHE) JHE © TS) _ THAT P (Ov Ev 
different kinds of monsters. Monster QE K/ | 8 _ ONY T/D CP{IM/X|Q/S/F U) 
Mutation is particularly useful if your IF INIE|R Y BA JMU D/H. L|aieit 
monster can tur into a stronger crea- Pee YB. FIA M/Q x U|R o N/E|L/K 
ture or if it ts potsonad or hurt in some Dyk UlE|R|B|D | |@iv] JF\A H| t\o x 
way. A transformation will make it so iD O|A FNIR [+] E|k|P/t G| |V¥iJdla/tic 
that your monster becomes a comple- Lom Fitia |p 8) L\E|R/X \T |U) J |N VjPiciViVik 
tely new creature with full energy and =) Ply Bl FIA DIV |Mia x|_ |ulR N/E 
a new set of offensive maneuvers Cy lel Tr xXi|ule wort Nic Gi KIL G 
Study the Transformation Table [0 (p|t/x/uje|mM Q@io|BiNnic| ja, | KIL G 
below and you'll understand exactly ep [o| Al FIN RlU ch o E KIP|t) vid Cc 
whet type of mutation your monsters LN M\F 1 GiD LJE|RIX|T| [UivINio | (AlPl|c K 
will undergo besed on the kind of JP C/M/bD Ls K| |P Yivia ofr} Tris [xlel H 
meat that they eat. They are broken BF 1 NE | R x's BiAlJ MiulP DH ic T 
up into the several different types of Mik ule R BID Picit foly| [FiaAlulmMuia| [t x 
monsters that have the same charac- Py ja alalJ|R Sip YiViK/Pic/x|!\NO Flo| | M 
teristics. w De Ale Jin 'sis viv k/pl|c/xit Nia Flip] mM] 

xD or GiJ/R BB ee cet eet |_|™ 
Meiyie| |Fiaolviy| [mM ojx| julrmitiaiali|nieie|K) 


KEY TO TRANSFORMATION TYPES 


Flying Insects Fish Eyes Slimes Snakes 
& Hornet & Shark Seaker Tororo & Anaconda 
Mosquito Guntish Walcher 1D Rubber Hydra 


Fly Cloada Barracuda Elactric Eal 8g Eye Evil Eve Slime Pudding Snake K-Run 
Oragonfly Mantis Piranha Leviathan Gazer Beholder Jelly Hi-Slime Serpent Jorgander 
Warms Ghosts Medusas Birds Wolves and Cats 
@ Crawiar CH Buruburu ® Naga G ) Harpy @ } MJ} Sabercat 
Lava Worm Wraith Scylia Tan-Gu Snowcal 
Worm Sand Worm O-Bakr. Specter Maduaa Lilith Condor Garuda Wott Blackcat 
P-Worm Giga Worm = Phantom Ghost Stren Lamia Raven Nike Jaguar Fanswolt 
Amphiblans Plants Skeletons Werewolves Crabs 
@) Gecko Garlic Dokuro © y Catwoman G ) Crab 
Dinosaur Thorn Warrior Minotaur lca Grab 
Lard Salamander Cactus F-Flower Skeleton Bone King — Wererat Rakshasa = Shrimp King Crab 
P-Frog Basilisk P-Flower Darkrose Red Bona Lich Werewalt Anubis. Atom Crab Dagon 
Crawling Insects Crustaceans Zombles Golems Gargoyles 
®) Ant Lion 1Q| Amoaba ( z y Mou-Jya @ Stoneman @ Demon 
Atom Ant Ammonite Wight lronman Damon Lord 
Clipper Scorpion Octopua Squid Zombia Ghast Woodman Fireman Gargoyle Demon King 
Boatla Scarab Clam Kraken Ghoul Revnant Clayman Mazin imp Athtalot 
Bohemoths Grillens Dragons Soaring Birds Opres 
@ ) [} eeremoth & TJ Chimera @& Dragon 3 @ Thunder @ YREEa 
Baku Nua Dragon 4 Cocatris Giant 
Rad Bull Ganesha Griffan Sphinx Dragon 1 Dragon 5 Albalross Rock Goblin Tilan 
Troeras Mantcore KI-Run Dragon 2 Tiamat Eagle Phoenix Om Susano-O 
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| WEAPONS, ARMOR, ITEMS 


The dozens of weapons and items that you can pick up or purchase in your journey have specific uses ARMOR 


and characteristics, The following tables describe each item, list their cost and explain their qualities. 
Take a look at the tables and decide whether or not the items in question are worth the investment. 


‘Mate mutents and humans in your 
arly stact the journey with this 
weapon 


33 BRONZE 
80 


You Itbs able to reise your defon- 
sive power by lour points with this 
basic armor 


&% GOLD 
125 


The Gold plating of this armor 
Falses your defensive power by 
sight points 


T This sword hils enenves twice as 


__ | hard es they hit you 


88 SILVER 
2,500 


You'll raise your deleneive power 
by 13 points when you equip 
yoursetf with silver 


While the Saw Is nol very sccu- 
rate, Its deadly when it connects 


58 DRAGON 


The Dragon Armor Is very attec- 
tive against Fire, kee end Electric 
attacks, 


will Begin with  powertul Long 
Sword 


Ityour ised cheracter is6 mele. he 


‘The sting of this leether weapon is 
not per hermtul 


18,000 


The Bult is usetul 0; 


power by 25 points 


|The Axe is tho most powerfut 
weapon that you can have In the 
Base World 


SENN 


You li need to heve this 
the Ousen World to avawer the 
Old Mans Rida 


100,000 


“Thie Whip hee an slectricat Isoh 
| thot will cate 8 lot of demege 


Direct this weapon on ensmics 
‘nc thay will know Instent deleat 


88 ARTHUR 


This histones! Atmor raise your 
delensive power by 3€ points 


&% POWER 
100,000 


QKATANA 
2,0 


ot the martial arte uee the 
Wil be usetul In the Sky 


powers that make It vary 


The aiiver of this sword has magic | 
stron: 


BOW 
00 
LONGBOW 
8,000 


The Bow is en Inexpensive wasp- 
‘on thatls useful agsinst very weak 
monsters 


Roles your datensive power by 70 
Points end Increase your strength 
and gill 

Buy © Bronze Shield ond your 
billy to evade attacks will 
increase by 30 percent, 


‘Tvs weapon is stronger and more 
‘expensive then the stsnderd bow 


Use the Gorel Sword ogainst 
underweler enemies, such es 
Fish and Ostopl 


GR BOW 
32,000 


The strongest ot ell Bows ca: 
250 to 300 points of demage on 
_onomies 


& DRAGON 


"word is particularly useful 
egolost humanoid —moneters 
| euch as Goblina 
When your going ogeinet Dra- 
gons theres nothing better to 
use 


& SUN 
67,980 


Undead monsters such es Zom- 
jes snd Ghosts ore effected by 
is eword 


‘SER 
10,000 


The concentrated light ol this 
woopon has Incredible cutting 
power 


“| The Goit is the weakes! and least 
that 


expensive gun 
purchase 


you can 


Usa © Gold Shield to incraase 
Your stteck evading skits by 40 


facks with 60 percent 
yabliity with this Usetul 


ur @blilty to evade eitacks goes 


| up 60 percent with the Ice Shield 


‘Tris weapon 
more powerful than the Colt 


You'liheve protection againet 
son Electric Ice end Fire attacks 
with the Dragon Shield 


FLAME 


Meit cold crestures with the hot 
powers of the sizzling Flame 
Sword 


With @ shot from the Magnum 
cen initct ee econo 
pointe of 


ICE 
23,880 


Cool down hot crestures with 
ea seed end freeze thelr ry 
cke 


While this a Is very primi- 
tive, It Is eurerisingty strong 


& ELEC 
24,700 


% DEFEND 
4 


The charged etfeot of this sword 
works welt against water crea 
tures 


‘When 0 group of enemies attack, 
| you can hit them ell et once with: 
the Sub Machine Gun 


Your sbility to evede etteck 
Incresses by 100 percent with 
this shield 

Strep on the Bronze Helmet to 
Increase your defensive power by 
three points. 

‘Increase your detenswe power by 
five points with the Gold Heimet 


When you swing the Delend 
‘Sword youll hurt enemies end 
defiect thelr shots 


The power ol the Grenade effrcis 
8n entire group ol enemies 


The Silver Helmet Inoresees 
detensive capabilities by eight 
points 


& RUNE 


‘& XCLBR 


the Rune Sword to reliect the 
magle speils of your enemies 


Hit severel enemies at one time 
with this powertul weapon 


By equipping g yourselt with an 
Army Helmet you'll have 17 more 
detensive points 


yar powerful sword can 
tntlit 200 0 300 points of dem- 
‘8g€ on your enemies 


Balkan le the strongesl weep- 
‘on that con be used sgeinst © 
group of enemies 


The Sand Helmet worke against 
most attacks snd BLIND 


GLASS 


You lluse the Glass Sword in your 
tinal battle its the strongest of ell 
sworde 


Drops Missile snd quiet elf of the 
crastures In an entire eres. 


MASMUNE 


The Masmune is very much like 
the Katane it's @ strong end use- 
ful weapon 


RAPIER 


Female humens end mutents in 
your party etert with this short 
weapon 


This weapon which can be used 

only once blosts all of the ene- 

| mies in the ares 

The Counter hits attacking ene 
with double their 

ttenoth 


This most expensive helmet 
Folses your defensive power by 
22 points 
The least expensive Geuntiet 
Gives you one sddltionel delen~ 
sive point 


Incresse your defensive power by 
fives pointe with the Gold Gaunt- 
let 


SABER 


it your lead cheraoter is 6 lemele, 
will begin the Journey with the 


Tre Bower ofthe Punch increases 
‘every time thal you use 


© SILVER 
500 


Equip yourselt with the Silver 
Gauntlet end you'll gein tour 
detensive pointe 


L-SABER 
10,480 


weeome wespon has @ 
ike blede with super cutting 


The Kick is more powerful than 
the Punch end It’s etronger with 


& GIANT 
5,000 


The Glent Gauntlet incressa 
detense by eix points and 
strength by 10 points 


CATCRAW 
23,200 


pe saicscee earn as 


not the most sccurete 


weapons 


This extra sirong mova hits ane- 
mies three times with svery use 


P-KNIFE 


The mutants In your party will be 
‘eble to handie this weapon 


‘Jump Kick enemies end send 
ith the powerful 


EB NINJA 


| Take thie item tor 15 detensive 


points and 10 egllity points 


The Hermes Shoes increase 
delense by seven points end 
egiliiy by 10 points 


P-SWORD 
32,000 


This If @ stronger and more 
expensive version ot the P-Knife 


Every lime thet you purchase this 
mertiel erts move, you can use it 
22 times 


Incresse defense by saven points 
and strength by 10 points with the 
Geta Shoes, 


& VAMPIC 
1 


Use the Vampic and tske Hit 
Points trom your enemiss tor your 


own ener, 


110 NINTENDO PLAYER'S GUIDE 


Fietien enemies with 1? bene- 
‘orunching moves with every pur- 
chose 


When you fe equipped with these 
shows, edd 10 detensive polnts 
nd 10 magic points 


Regain 30 lo 50 hit polnis by tek- 
Ing a eip of the powerful Potion 


| Use the Cure to regain the hit 
points of a party member 


‘Wilh one aip of X-Potion, you oan 
regan 90-150 hit points 


The Rod, like the Cure Spell, 
regains hit pomnts 


Hf your character has turned to 
stone you'll return him to normal 
with this lem 


You tiheve the power to shoot fire- 
balls with the Wend. 


EYEDROP 5 


SYMBOL 


100 


‘Abtinded character will regein bis 
sight It you use the powerful 
Eyedrop 


Take the cures off of a character 


by using Ihe Symbo! 


‘You'll counter the effects of pol- 
son by taking the antidole 


Wave the Staff and you i contues 
your enemies. 


monsters, such es Zombies 


Hit enemies with @ fleme altack 
wilh this powerful spetl 


100 


Wake up pert 
been pul to eieep with the Ball 


Usa the ice Spell and freeze tlery 
orealures: 


100 


Wa oheracter has been confused 
by a opetl, uso the Pan 


Hit enemies with @ diest of 
‘thunder with thie electrical storm 


SHOCKER 
100 


A character thet has bean para 
lyzed will return to normal with 
this item 


| Une the Fog Spelt and youl 
release 8 cloud of poleonous ges. 


E 
15,000 


Wt you're tar from @ town you't 
need Revive lo bring aparty mem- 
ber back to lite 


Thie super powerlul spell hits 
‘enemies with @ nuclear bias! 


ELIXIR 
HEART 


ARCANE 


Thia strongest of all polione 
regains all ot 8 character e hit 
nls 

Buy 4 Heart andone ot your ohar- 
acter will have an additions! lite 


tan tem Is almost used up use 


Arcane to bring the ueee back lo 
maximum 


DOOR 


STRONG 


‘Use the Door to teleport your 
Barty to a lower floor ot the tower 


Use thie Item [0 mcrease the 
strengih ot @ cheracter in your 
party 


AGILITY 


By using the Agility item yau'll be 
able to evade ettacks more 
qui 


Get edditionel hit points by using 
this ttem 


KEY OF ITEMS 


@) GAUNTLET @) SHOES 
(@) HELMET © SPELLS 


P 


{ y ) SWORD 
( 99) ARMOR 


SHIE 


> 


increase your hit points evn 
mora with HP 400 


This llem Is the most powerful hit 
point increaser 


LD 


Pul enemy creatures under with a 
usetul Sleep Spell 


| creatures with @ layer ot rock. 


This powerful spell hits enemies 
with a Dig Diast. 


Use the Tempter and youll be 
able to contuse enemies easily 


Sound Test 


Whan the Title Serosn shows, press Down on the Comet 
Pad ond the Start and B Buttons at tha same timo. You'll 
be sble to sample the geme’s music and sound effects, 


When you're forming your perty, keep in mind 
that humans and mutants have different abili- 
ties. Strength in humans increases very quickly 
while, m mutants, agility end megic powers are 
the fastest building abilities, Moreover, males 
are generally stronger while females are more 
agile. Equip each warrior with weapons that are 
appropnate to their skills, 


HAMMER ‘SOGRE SRUNE 
YLONG SDRAGON COLT 
AXE YSUN MUSKET 
YBATTLE FLAME MAGNUM 
SKATANA = SICE ROCK 
YSILVER ELEC 

YCORAL DEFEND 


RAPIER CATCRAW GR. BOW 
SABER BOW LASER 
L-SABER LONG BOW 


P-KNIFE P-SWORD VAMPIC 


FINAL ANAS 
LEGEND. 


ais 


MUSIO 17 SOUND Se 
1989 SQUARE SOFT 
LIGENSED Br NINTENDO 


Press Up 2ed Cown te cheoge the 
scend selections, 
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IN THE BEGINNING... 


There was once a peaceful kingdom called 
Riccar where a wise king ruled his people. Then 
a dragon came, and through his evil the people 
were turned into trees and the King became a 
tyrant Now, only the prince of the land can undo 
the wrongs, and only if he can find the Sword of 
Hope Thus begins this Shadowgate-type adven- 
ture from Kemco-Seika. RPG action and many 
mysteries fie ahead for those who dare to seek 
justice 


The time hes come for Theo to heer the true 
story of his heritage, end to leave his rustic home 
in the forest. In the woods he finds @ shop, 6 
Shemen end three locked getes Poisonous 
moths atteck him end the trees speak of dark 
secrets. 


TM & © 1990 Kemco-Selka 


After the coming of darkness, rt Te 


7 The qeest hegins in the dark 
eure hen the epee CARS DOMAIN AER 4 forest where trees whlaper 
vice snd ti 
away until a hero would come padi aly 
forth to claim it Theo will 
search through five areas for the 
Sword 


MARTEL’S DOMAIN AREA 2 THE FOREST 


@THE WIZARDS 
Fearing tor Riccar, the three 
magicians hid themselves as 
wall as the Sword ot Hope. 
Thso must find thsm and preve 
himsell to them to 

receive ald. 


SHABOW'S DOMAIN AREA 3 


King Hennesy has cencssisd 
his castle undergroend, bh 
that Is Thso's altimate goal. 


MARTEL’S DOMAIN 
See Pg. 113 — 


You must Losk aod Hit In many 
giscss to find sil ths secrets sf 
Riccar In the shop, a socret room 
holds s powsrfel spell. 


HE a OF HOPE 


THE SWORD 
MAN'S 
MARTEL'S DOMAIN pda a 


tn the domain of stern-faced Take Note 


Martel, Theo discovers @ 
Use the Grace spell at the Altar 


church, a graveyard, and a 
deep wall Into each he must for the Charm, then use the 


delve, fighting foes end col- Charm at the Organ for the — Rnturn the Ruby 
lecting items. Some of these for n naw sword 
places he must visit twice. 


Marto) recngnlzes Princn Thon 

‘once hn has thn Ruby Hn 

bnstows thn 3 Stor Sword Cure 
thn Pignon by uning the Hit 

= command tn racnive thn White Ego 


Well Met Foes 


The enemies lurking in the well 
are by far the toughest Theo has 
encountered Use the Spell of 
Recmin to restore HP during your battles 


Thn nnomies now begin to ( 
attack In pairs nr tripints. 


really an enemy. Attack it without 
mercy The Fireball spell quickly 
kindles an interest in making peace 
From Treant you'll get Key M 


The Way Of The Woods 


While wandering in the forest, Theo 
should listen to trees in eech screen 
erea and build up Experience end | 
Gold. Better armor, Herb and food [Es 
items are available in the Shop. 


Later in the 
gamn you'll 
want to rnturn 


The Shnp itrms 
pmtnct you 
nnd restore 
H your power. 


SHABOW’S DOMAIN 


Sng 


| Tn talk to prople 


oust nese semen 
joie OUT vou or trnes, esr the 
rer 2 


Leok commnnd. 
GAME BOY 113 


]] Shaman whon 
| you send to fil 
ep HP ond MP. 


SWORDSMAN’S GRAVE 
Look at the gravestone and the ghost of a 
heroic swordsman will appear 
and tell you to seek an ancient 
enemy known as the Yeti. 


THE WELL 


Goblins, Sfugs and Mimics wart in the Chests inside the cold 
and slimy well. The wey through is Down, Left, Up, Left, Up 
end Right to the room with the Doll 


A Living Ladder 
J In the room with 
the Doll's Chest 
you must hit the 
s) wall for the Ivy to 
appears, Look at it 


Don’t Mess With Mimic 
The Mimic springs from 
Chests and can destroy 


an unprepared prince in 
one turn. Stay clear of 


Mimic ives = him 
in the well 


Shabow’s Test 


: The magi- 
Slugging It Out :*, cian called 
The Slug ts at the bot- Lol be 
tom of the main ladder . satisfied that you are trust: 


Use — to sk worthy. He'll send you to 
yoursell’ strong while search for the Moon Fragment 


fighting with Lightning. Shabow's 
SHABOW'S DOMAIN 


Key ts the prize 
Shabow's Domein is a lend of 


Stuck At An Impasse 


There doesn't seem to be anything in 
your path, but if you choose the Look 
commend and then pick the Surround 
option, you'll see your wey around 


Ay ph £e> 
ale 


a eee 
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Shabow's Domain 


THE CAVE 


Theo must descend into the dark labyrinth to win the 
Fragmant. One-wey passages will make it difficult, 
and thare ore treps that will keep you guassing all the 
way. 


+0 


Q) 
Grappling With The Shadow===— 


reward before returning to visit Shabow 


Beware The Bridge 


=) Although the Bridge 
seems safe now, latar it 
will be a test of courage 
for Theo. 


In tha muddle of the 
cavern Theo ancounters 


Eventually you will find the Shadow in a Chest in the 
lowest room of the Cave. If you defeat this enemy of 
darkness, you will receive the Moon Fragment as a 


renaarear, Signs 
Look in the 
Chest to find a 
clue to the 
‘| hidden Moon 
| Fragment. You 
J are not so far 


Toe 


| Theo would do well 
to stay clear of 
: Mimic. Just like in 
the Well, he'll surprise you from a 
Chest. Defeating Mimic won't be 
easy, even with your most power- 
ful attack spells 


THE SWAMP 


Tha key to continuing on your quest les hare in the 
murky river of the Swamp. Look closely in every erea 
and ba prepared for a fierce battlal 


a] More Mysteries 
Not all will be revealed during 

| Theo's first trp into the 
Swamp 


GAME BOY 115 


PV.GAME BOY es “tn hn tn he 


Camu's Domain stretches from the forest to the Theo must 
Tower and is filled with treasures and danger. take a long 


You will meet a mysterious lady, but who is she? 3 : and winding 
toad before he 


teaches the 

gate of the 

Tower. Here you will need the Horn of 
the Unicorn 


Enter The Tower 


The Yeti 


The enemies 
} all seem to be 
CSS ganging up on 


you these days, but if 
See pg.113 you keep your HP up, 


Lady Of The Lake you'll survive and win 
She appears like a phantom near the Sapphire 
the lakes and fountains of Camu’s 
Domain, but who is she? Theo 
Mt tha fi = Must answer her questions cor- 

| P is pe * rectly or face the wrath of the 

yoa mast fight Lamia, Lamia. Theo must defeat Lamia 
io answer more questions 


easy to defeat. Make sure to use the 
Recmin spell 


Still, give it a try. 
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=== UP THE IVY 


Once again Prince 
Theo has a difficult 
choice. Which vine 


eer 
should he 
the right vine isn’t the best choice unless you 
have the lamp Use the left vine instead 


Before reaching Gamu’s Tower, Theo must 
take a darker route through the Cave Look 
at the stones before the Cave for clues. 


The Tolking Door 


Use Look in this room, 
then take the middle or 
upper door to reech the 


As In all ereas, uss cave and the vines, 
itams like the Alng. 


THE TOWER 


Prince Theo must now climb to the top of the Tower 


where a great power will come to pass. Along the 
way, he'll finally come face-to-face with Camu 


Using The Fragment 

Use the Fragment atop the tower and 
prepare to meet Treant egain After  @eware of the 
this, you should see the Old Man and —tawar adgas 
the Stone Mill and « long falll 


Raise Your Levels 
In order to survive the final stages, Theo needs to 
build up his levels Strong foes in this area add lots of 
Experience Points. 


The Final Egg 


Here Theo will 
collect valuable 
hints and the 
final Egg He will leern how to 
find Camu at long last, whose 
identity may come as some sur- 
prise after the long search 


Evan lona anamlas can ba Meny enemies gang 
Uangaraus. up en Thea. 
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ANOTHER ROUTE 


If you took the ivy vine 
on the right side of the 
room back in Camu's 
cave, you'd end up here 
in the Halls of Fog. If this 
is where you are, start 
over and take the left 


nr 


I To Push Or To Pull 


THE ABYSS 


The Abyss 1s @ dark, wet hole on Theo's wey to the 
castle. Bring extra Barley and Herbs to keep up your 
Strength, 


At this door, you will have e choice either | 
to Push or Pull. Pull the door to reach 0. 
Push to reach N. a 


: om ; 
Ss] Subterranean Sailing : EE OWADES | 


Crossing the subterranean lake 
except in the Boat will cause un- 
necessary damage to Theo. 


TO THE CASTLE 


Passing through the underground dungeons you will finally 
reach a gate (P), which leads to the Castle itself. Can it really 
be this simple? 


Don't Leave Home Without it 


Don’t go travel- 
ing without 

gold. Here you 
}can buy items 
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Whet ere these three dwerfs 

doing in the castle? Two of 

‘them are trying to fool you, but J | 

one willbe ofp soe on | eco, amen 
open mind. case of the three 


The F Princess Knows 


q | See the Princess to learn the 
seernt of the mirror rooms. 


You can Hit the 
King’s Throne to 
receive @ secret 


This underground cestle is really a devious maze with 
rooms that mirror eech other. Theo must keep every 
detail in mind if he ts to remember where he hes been. 


9 


Dehetre ro aaemmma | THE FINAL 
i, thts | F g See E 


‘ONE WAY 


Gnce the King falls to the might of Prince Theo's arm the truth ts revealed, for King 
Hennesy has been just a puppet for the true evil in the kingdom. If Theo hopes to 
free the people who have been turned into trees, then he must battle the dragon 
who is stronger then eny enemy of earth, sea or sky The Sword of Hope ts the only 
hope for this troubled land 
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1991 FCt 


(tis. bleak time in Britannia The Black Knight has stolen the Eight Runes of Virtue from the Castle 
of Lord British, and now an ominous pall hangs over the country. The Runes he hidden deep within 
the dank cavers that scar the hillsides, waiting for one brave enough to seek them out. Perhaps 
you are that valiant voyager 


CAVERN OF SELFISHNE 


CAVERN OF DECEIT 
J —_ i- 
fo; 


{n the darkness of the caverns dwell crea- 
tures of the night, an odd assemblage of evil 
incarnate. 


1} TROLLS 


Lhe tittle soldiers, they merch bsch 
aad forth Avold the oses they 
sometimes throw 


(© GHOSTS 


These eerie spparitioas flost right 
through the wells. it takes three 
hits to stop them. 


1} GREMLINS 


The tiny trouhle-mshers dsrt ahout 


s 


‘>| Life Force. 
E3 OF SLIMES 
These glohs of goo slowly ooze 
efter you. You csn walh through 
them, hut it’s slow going. 
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1 SKELETONS 

They hurl hnives from o distance. 
Stay out ot the line of fire, then 
throw ases hech. 


1} SNAKES 


‘Snakes slither after you From a 
sale disteace, strihe them with 
ases three times 


© RATS 


Rats! These pesky litte vermin dart 
around rondomly. Try using cheese 
or the exe. 


(© WIZARDS 

4 When you face s Wizsrd, espect a 
flerce fight They throw deadly stars 
In ail directions. 


1991 PONY CANYON © 1991 ORIGIN 


In @ role-playing action epic such as this, 
you'll spand much of your tima searching 
for information. Plenty of characters am 
wilting to give you tips, but you can’t trust 
all of tham, Soma of tham lie outright! 


characters give 
you truthful 
intormation. 


Others wilt deliberately try to misleed you with 
faulty diractioaa or jaformatioa. 


(©) REAPERS 


Jeepers creepers, these Reapers 
re mean creatures! Cort in and fire 
when thelr darts psss. 


©} WISPS 


Now they're here, now they're not. 
You never haow whea they'll 
oppear. Wetch out! 


©} JAGGERS 


They're animeted, hut they're no 
rolling stones. You csn't beat them, 
$0 go eround. 


© CYCLOPS 


Oon’t think about sneahing safely 
psst-these one-syed wonders have 
20/20 vision! 


One of your first destinations, the Cavern of Deceit is due north of the Castle Begin 
your search for virtue there. Fiends await just inside the entrance, somewhere beyond 


them lie treasures and the Rune of Honesty 
i APBPGPHPIPIPK 


You'll need the Magic Wand to sweep away the spider webs that block your ship's 
Passage to the west. These steps will lead you to its resting place. 


a= : EH 
, y a your search Find 6 Hammer ie Search tore secret Step o@ the tioor 
pelt droppieg isto this the Mushroom end Passage neer the piate to tind the 
ee  Serrei. Trolls Mogic Wand. 


Ab LD CHD EDP 


a y f -_ The most accessible of the eight Runes, Honesty ts deep within the Cavern of Deceit. 
Begin in the suze Chamber and ine this path to find ity 


ZL Flip the switch whee — It you fiip this Fiey it sate hy Fiip the ewitch end 
the Troif's et the top. — moestera are stayleg ow the toot — discover the Ruse. 
Magic Wand plates. 


Just north of the Castle is your next stop, the Cavern of Hatred. If you can withstand the attacks of 
bats, tigers, and killer trees, you'll discover two valuable items: the Magic Axe and the Rune of 


Compassion 


> Ce DRED GP HP IPI 


= The path to the Rune of Compassion ts perilous. and the two Reapers who guard it never sleep 
A Cross the Arena, agi the statues’ deadly spears, 


Go dows the kdder to Flip the right switch Fal the speces, then When the rocks become 
Or. Cat's cave. hack and forth Rochsi flip the other switch foois, warp to the Key. — 


closes Whee it's opes, 
rue! Ture ieft up the hall. 


the tiret ‘ehroem Bodge arrows, theo Whee you've bi 
Rune of Compassion sed atep os 6 plate attach. ‘them, retrieve the fune. 
GAME BOY 121 


aa 
TY 
4 
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ay 


lagic Rope 


A 


Rune of Valor 


C 
Bey 


The opening to the cold, musty Cavern of Cowardice is on the eastern island. Explore it carefully to 
find the Magic Rope and the Rune of Valor. Ignore the signs you come across — they're misleading! 


The Route To The Magic Rope F 


Thread your way from point A through point G, where you'll find the Magic Rope, useful item that 
will help you cross rivers, channels and streams. 


Silp throegh the wall Move aside and let When ose beota the 
and move to the lower theae two ahoot each other, exit quichly. 
night other 


This person geords a Use the Key to open Walh sroend the roch 
Key. Tolh to him. thia door Fllp the to pich the mushroom. where the mashroom 
switch. cece was 


The pathways here ere all 
bloched. Pluch the 

mushroom to cl 
poaaoge that leada ost 


Route To The Rune Of Volor L 


The path to this Rune, which proves that you are indeed courageous, is long and trying To ensure 
@ successful journey, take extra provisions with you 


F w © re 


Usa the Rope to cross the The Ladders looh isvitieg Get whee yos step o8 the 
‘stream in Level F. They might lead yoo ost. tloor plates, they diseppearl 


Enter the werp disc on the right to The enemy In the center cae be lf you cas servive the fire of the 
lestead ot tollowieg them, push come out is the small sree secr the deadly! You must rus dows throagh eoemy geerda, you cen pich ep the 
throagh the felse wall shave. apper warp disc, the passage without heing hit by Rune ot Valor In this ream. 

his sttech. 
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Use your Magic Rope to cross the northeastern island where the Cavern of Selfishness lies 
Jaggers and Eep Eeps block your path to the Magtc Chaltce and the Rune of Sacriftce. You will 
need both to continue your fourney. 


Route To The Rune Of Sacrifice AD>BD>CODPF> GHP I> Ch Lh IP UP VW X | 


This Rune proves that yow heve shown selfless dedication end ban 2 y 
ephold the idenis ot Inw nnd order. A 


Burn the spider Switch the Lever, Only lightning 
wehs then cross ta right, nnd cantines dnmnges the Sinch 
the ladder dawn. Knight. 


Une the Trumpet te Enter here from F Defent the gunrd nnd 
freeze the Eep Eepn. nnd prepnre for pich up the Henrt 
battle. Key. 


‘Une the Henrt Key to Open the upper right Open the door with 
pen this door. box and teke the the Star Key. Filp the 
Star Key. lever. 


This Is where you Now une the Pich the meaner 7 
abtnin the Lightning. Lightning to hent the tnhe the Stor, Y Zz * w 7 
Binch Knight. continee ep. 
: 3 Z , Ri 
Magic Chalice Fs sl of Sacrifice 
| The Route To The Magic Chalice 


The Magic Chalice Is n vnienhle item. When yoe're running iow, use it te recover last 
Henrts. Every ese contn Magic Stare, though. 


Collect the three Follaw the Eep Eep —‘Thhe the Kay, then 


Hammers nnd breah ty the first Indder. ga down the Indder. 
Snrrels 


Yoo need n wenpon —‘Tehe the Key from Taha the hidden Flip the switch nnd = Sip through the Move rochs nnd Sent them aii nnd 
to hreah the Serrels. the Chent nbove you. Hemmer to hreeh go down. necret peesnge. watch the cronn firal tshe the Chniice. 
Sarrals. 
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South of the Cavern of Selfishness les the Cavern of Injustice It houses the Pan Pipes and the 
Rune of Justice As the sign warns, you must locate the Keys and hurry through the ferst 
chambers. Beware of Ghosts and Sime! 


The Route To The Pan Pipes h A 


The Pen Pipes can be lifesavers. Use them to temporarily freeze your 
enemles when you're in a Sind 


Find the Keys nnd 90 2 Rush to the ealt m the ec the slimes nnd 
¢ within 15 seconds uppar right nrea go down the ledder, 


Pan Pipes 
Rune of Justice 


Avold errows nnd run Dodge darh areas nnd =—-Pich up the Plpne from 
to the door, right. exit at the bottom. the lower right 


The Route To The Rune Of Justice 
Swnmps, Silmn, Lava Flows nad Firebnils stand between you and the Rune ot Justice Are you Prepnred to sneh It out? 


| This 4s fool's gold! Don't Scramble from the Slimes Don't = ‘to tnih! Enter There's a Lndder! Go Keep moving on. Exit on 
iahe nny coins. and movn upwnrd. ‘the room oe thn Inft. down to the anxt Invel the right 


Thia Ladder leads to S. Ge sure to get the Hammes Tahe the Key fram Greeh the Barrel with a Deatroy the attaching 
Go on down hefom you leave. behind the Snrrni. Homma. Exit right Chest nnd get o Hammer, 


SE 
Vi, N, 


ae 


Greah the Sarrels nnd go Hearts appenr In the Waih through the brich 
stand on the X noohs! Pich them up nnd talh to the Eep Eep 
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When you tnih to him, a 
peth suddeety eppeare 
Follow It to thn Rune of 
dustien and pich it up 


In thg south you'll discover the Cavern of Dishonor Deep within are the Magic Whip and the Rune 
of Honor, both of which are vital to your success They aren't easy to obtain, but then, things of 
value saldom ara 


Meey levels beaesth the surface lies the Magic Whip. Its stleg Is mighty aed Its uses mat 
be sure to locate It aed pich It ep Search carefully! 


Eeter thls room from 
@ Costieue to the tett. 


Use the Rope agele to 
crose the Swampy 
orea 


Arrive vio @ worp disc Pich ep the Meshraom = Maddie throegh the 
sed exit below. then exit. Swamp eed use the 


TWO MORE CAVERNS TO GO! 


Tehe the Ster Key and ‘Use the Magic Rope to Here you'll fled the 


it oe the right. ide through the le Whip. 

a} rise “ son ee We've introduced the first six, but you're on 
= ee 7 2 0 - incre aipediore) cing 

. - wed LO Ch mastered tha strategies that work in Levels 1- 
— ADBPLPKDIP IPED CO DPDEPGRH 8, you're in good shape to begin the 7th. Be 


Proot of hosorable acts and vallaet deeds, the Rene of Honor Is hidden aed Prepared to face longer, more complicated 
well geerded by tormidable foas. Be bravel = sequances and tougher, more fearsome foes, 
The fate of Britannia lies in your hands. Return 


Move the lever to tern 
streams te essed 


From room J, filp the Take the Key aed go Costisee movieg ep te 
lever aed move left up throegh the door the teneel estresce ¢ 


the Cavern of 
Pride is blocked 
If you pess the hrutal Sevens by the Black Knight 
neeaiors lee tesa, = 2 To move him, ose 
you trely deserve the = Lightatag. < 
weaposs 08 jest meke him mad costises to the right Rune of Hosor ‘a 
thegs 
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© 1888 Nintendo of Americe Inc, 


GOLF WHEN AND WHERE YOU WANT 


You cas choose to 
save 8 geome, thee 
Jeter you can 
continue, stert the 
course over, 
change courses, or 
even enter o sow 
seme. 


Both the Americes 
and Jepanese 
courses are filled 
with cholleeges 
Whet mahes Golf 
Such @ greet game 
is that you always 
have room for 
Improverest. 


Nintendo Golf is packed with special features, 
including a battery that automatically saves your 
game so you can return later You'll also have the 
choice of playing a Japanese or American 
course In addition, you can enter your name and 
that of a friend if you're playing a match. 


THE VIEW FROM ABOVE 


ee ee ee 
| | From the Shot Screen you can aim your shot, choose a club, check dis- J gy You can study the hole, 

|Shot orl Hole , = scrolling down the fairway 
Screen j with the controller on long 
holes to see all the bunkers and water hazards to 
plan your strategy. 


~ J tance to the pin, weather conditions, shots taken on the hole thus far and 
| Screen 4] overall number of shots above or below par for the course. 


Shat Direction Distance To Pin 

Bunker 

Green 

Water Hazard 
Falrway 

Out Of Bounds 
Shot Direction 
Tee 


Wind Direction 
Strokes [his Hole: Strength 
Ball Position 


Par For Course ‘Club Selection 


eS ee ee 
| 1 Scrutinizing the he of the ball 
| Green Now once you reach the green is 
Screen — Bf vital. Dark arrows indicate 


steep slopes where the ball will be ruled by gravity | Yardage 
Lighter errows are shallow slopes. 150yds 
135yds 


120yds 
110yds 
70yds 


a | 30yds 
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Pin flag 


OUT 4°" 


The 1st hole is pretty straight- 
forward. Alm dawn the falr- 

wey, edjusting alightly for the 
wind with @ strength of more 
than 3, Go for the Super Shot 


by hitting @ 1 Wood In the 


biech zones ot the Swing 
Meter Your approach ahot 
should he cloae to the pin to 
avold long putts on the steep, 
Central slope. 


OUT "tie 


This monster hole is 4 resi 
challange with the possi- 
bility to mesa up miaerebly. 
The aafe courae ia to hite 1 
iron ta the tip of the loft 
fairway, then hit the 3 Wood 
and pitch onto the green. 
Thrill seebers will knock the 
boll over the woter with a 
Super Shot to the patch of 


The Japan Course offers a wide range of golfing 
Situations to master. Some of the shortcuts look 
Promising from ths tee, but you should take care 
when trying to cut strokes. It’s usually slow and 


UT . a68yds 

2 Par 4 

This long Par 4 gives you a 
choice trom the heginning. 
The left aide is your beet 
bet, even If you hit 6 Super 
Shot snd end up in the 
rough. Yoor second ahot 
ahould be straight towsrd 
the pin. The green has 6 
ridge ond two staep alopes. 
Putting scroas this slope will 
test st your patience. 


difficult and can ruin a round. The first time out, 
just get a feel for the course and practice Super 
Tee Shots. Next, try to score Par. By this time 
you'll see where you can shave some strokes. 


OUT 


we “| 
162yds 
’ Par 3 


This ahort Par 3 Is a great 
Place to get Birdie. it’s 
lao ind up iosing 
strobes by ending in the 
woter. Hit long rether than 
short. Untess the wind is 
strong snd straight ahead, 
use the 5 iron with o soft 
touch. The green Is alightly 
sloped, end not too tough. 
Go for greatnessi 


380yds 
'@ Par 4 

if you're tempted to go for 
the patch of teirway beyond 
the trees to the left, don't 
do it uniess you juat want to 
Practice. A Super Shot, end 
weil placed approech shot 
ahould get you into Birdie 
range. The green is 6 three 
alded bowl, which Is territic 
It the cup is at the bottom. 


226yds 
a 6 Par 3 


The 3 Wood Is your best bet 
for teeing off on this ahort 
hole Orop it ahort If you 
con, becouae the green runs 
sway from you ond can 
esaily aend 6 bell Into the 
water at the top of the 
screen. The green con be 
deceptive when pettieg 
upbili. Put little extra 


Only attempt to hit directly to 
the green over the water If you 
have o strong taliwin 
confidence In your SI 
Shot. If you succes: 


up the felrway, then 
medium jron to reach the 
green. The green is ¢ mound 
and very trichy. Reading it 
tabea prectice. 


Cutting the corner on this 

ry dogieg left Is your tichet to 
8 Birdie, just mebe aure you 
stay In-bounds. When hitting 
over water hezards, it’s 
often a good ides to ose 
more club then you would 
normally. The green here on 


fairway Good luck. muscie into it. 
= = = =4 
OUT 274yds OUT . “3a5yds . 495yds 

3 7 Par 4 8 Par 4 ® pars 


Another monster, number 9 
seems to offer a shortcut to 
the petch of teirway straight 
in front of the tee. Oon't 
tehe it unless you cen hit a 
miraculous second shot that 
Cleere more then 200 yerta 
if 


OUT on 


Try for o Super Shot to the 
corner ot the dogieg ieft, or 
hit just ahort of the left 
water hazard end send the 
second shot over the treaa. 
The green alopes down from 
‘a plateau, ao hitting to the 
flat ia best. From there you 
con dribble » putt down to 
the cup, depending on 
Piscament 


. 142yds 

1 Par 3 
Tohe juat a little off the 6 
iron to put your tee shot on 
the green. The green itself 
is @ mix of ehsilow slopes 
and fist areas, which mahes 
for falrly essy putting. This 
Is 2 good hofe for Sirdies, 
‘and there |s ilttie denger in 
ending up with so over-par 
acore 


OUT @ 2" 


The atretegic player will do 
well on this hole. Hit 8 short 
drive to the top of the tirettelr- 


tehe you e second telr- 
way or the green. Watch out 
for the trees on the narrow 

teirwoy. The green is highest 
on the water side which helps 
to stop pitches. 
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545yds 
Par 5 


OUT? 


A doeble dogleg, left thee 
right, nemher 13 Is @ 
tremendous chellengo The 
traes along the left side of 
tha hole sa yoo tea oft 
prevent tha easy Seper Shot 
across the corner of the 
first dogleg. Go the lang 
way eround end try for on 
excellent fatrway shot. The 


This Is one of the tricklest 
holes. The distance to the 
night sida of the river Is 
intimidating, but e Seper 
Shot can carry you te 250 
yards If the wind Is with 
you, go for It. The green Is 3 
hodgepodge of slopes that 
con driva you nuts Get close 
‘on your approach shot 


.  443yd 
OUT® = 


A Super Shot to the second 
falrway will set yoe up in 
‘excellent position, but It 
takes @ Jong shot shoet 260 
yards. Oon't try It if the 
wind is against you The 
green has two slopes, 
nerther terribly steep. Par Is 
easy on this hole, but 
Girdles ore herd to cores hy. 
484yds 


OUT. 7 Par 5 


Thia diabolical hole will take 
no prisoners. An aggressive 

ployer with @ atrong wind at 
his hsck wifi alm for the 
second falrwsy aboet 260 
yorda away. Smart reoney 
goes to the servivor who 
drives down the first fairway. 
Yoor socosd ond third shots 
ore th critical 


nena aa 


OUT® =° 
5 Par 4 
This short Par 4 tempts you 
to 90 for 
ee Eagle. Set It ise’t easy, 
espacially If the wind Is 
ogeinst yoo. A tree sits 
areack In the line to the 
hole, too. Play it smarl and 
take the doglag. A good 
second ahat can still 
yoe In position for s Girdle 
207yds 


OUT @ Par 3 


T] Selecting the right cleb for 
yor tee shot la the most 
Importast declalon on this 
hole. The 4 Wood la yoer 
best choice. The green hes 
@ lot of alopes and cen give 
you trouble. Still, the 19th Is 
@ good hole for Girdle 
ottempts. 


— _ 


= a 


OUT 384yds 
Par 4 
3 The firat hole is particularly 
- deceptive. It looks easy, but 
Ws @ killer. A Super Shot 
drive will probebly taka you 
ctose to the trees below the 
green. Pitch over them, then 
go for shorter drive with 
tha 3 Wood, and use the 3 
Iron to drop yoer second 
shot right on the green. 


352yds 


OUT Par 4 


The teirway ise’t alwaya the 
hest way. Here on the 4th 
hole you cen hit over the 
trees to the right of the tee. 
Use @ 3 Wood, which leaves 
you 190 to 190 yerda from 
the pin. Your aecond shot 
wall put you In Girdle rasge. 
Once on the green, @ steep 
cantraf afope requires strong 
puffs. 


OUT® 2° 
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This course ts a littla bit tougher than the Japa- 
nes@ course, with water everywhere, trees 
planted smack in the way of shortcuts and diffi- 
cult greens Don't expect to master it overnight, 
194yds 


het Par 3 


fr; This hole Is pratty eeay 

provided that you don’t hit 
fong ff yoo drive Into the 
bunker you cen kisa your 
Girdie chances goodbye. The 
3 Irow will put you on the 
green if you have the wind 
st your beck. Otherwiae, ese 
the 1 Iron Tha graen has 
two difficelt slopes, but 
most of It Is gentle 


408yds 
Par 4 


A solid drive to the top of 
the first folrway will lave 
you sbout e 1 Iron ewoy 
from the grease. Thia is the 
beat atrategy A good 
spprosch shot wil aet you 
‘ep for o Girdle, het the 
green Is o moaster with 
‘slopea heading In every 
direction Concentrate ov 
making par on this hole. 


OUT 


== — _ 


or even ina lifeteme. There's always some new 
angle to try or new conditions that altar your 


OUT? = 


Hf you drive atrelght toward 
the gree! sore that 
yoo hi alld shot or you'll 
end up in tha drink. Yoor 
second shot shoeld 
over the Ioke to 


felrway drive across the 
lake. Good leck! 


556yds 
Par 5 


‘teirway Is shorter 


right felrwey and follow it 

with e 3 Wood towerd the 

graen. The most criticel ahot 
ied. G1 


the green la a roller coaster 


354yds 
OUT 4 7 Par 4 
The inft fulrwey looks us if 


# will get yoo closer, hut 
the tree et ths end blocks 
roost direct shots te the pls. 
Orive to the right lairway 
fastead, then bit ¢ ing 
second shet to put yoe In 
the money. The greeo ix 
bj steep and difficu® te read. 
7] Girdles wan't come easy. 
331yds 


OUT # Par 4 
ft Red & 


A Seper Shot to the left Is 
hest oo the 10th because 
chances ere yoo'll end up 
o@ the lairway, which reeuns 
yoer second shot will be 

f longer. Sit your second shot 

precisely to evold the 

bonkers. The green Is @ 
coreplex petchwork ot sleep 


OUT® “ 


The green s surrouuded hy 
bonkers, en your drive must 
be right ou the reoney # you 
munt to best per. Doe't 
expect to blast ooe for uny 
disteoce out of the saud. 


twisted thiog thet will score 
| the willles out of most 


OUT: > Re 


A short drive to the left with 
‘the 5 iron mill lesve yon 
uhest 220 yerds trore the 
green. An extraordinary 
second shot ecrosa the 

| waves asing the 3 Wood 
shenid pet you on the 
greeu, hut the denger of 
siching one into the mater is 
great. Once on the green, 
pest Pant. 


498yds 
Par 4 


Ageia you's have to rish 
getting wet If yon weat to 
came In wuder par for the 
hote. A Seper Shot followed 
by 0 3 of 4 Wood wifi get 
yon onto the green. As inng 
‘es you don’t hf the two 
ridges on the green, you'd) 
putt safely. Playing to the 
tight resuks le Por at best. 


OUT# = 


451yds 

Par 4 
Ooly o reighty Super Shot 
wil carry ucroen the muter 
Jo the apper luirway. It the 
wind Iso’t ogalest yoe, go 
for 91 The reel horrors begin 
wheu yor b@ the green. The 
middin section m steop ood 
| the skirts ure difficul to 
rood. So heppy to shont per 
on thin hota. 


OUT® == 


This hole is made difficel 
hy ths pleceraent ot the tree 
im Iront of the tee. You'll 
hove to heoh yoer shot to 
the right uroond the tree to 
hit the grees. It isn’t eusy. 
Use the 1 or 3 Wood, 
depending on wind strength 
und direction. The green, sa 
usual, is steep ued lest. 


OUT @ 


AVey Pat your drive oo the 

| lelrway straight hsud estog 
‘the 3 Wood. The right 
luirway le then ubost 150 
yerds awey; jest don’t piace 
- the het too close te the 

\ trees betweee the teirwey 
cod mater hezerd. Shoot for 
the reiddic. The green hes ¢ 
$3 tiny water bezerd Io the 
middie sed steep bills. 


186yds 
Par 3 


The first time yon see thin 
hole you'll probobly thick 
it’s o Johe. Precision Is the 
hey. The 4 tron shold do 
the Joh, bet pey cinse 
attention to the wied end 
adjest yoor club cholce oF 
swiog Hf wind strength Is 
ubove §. You should be uble 
to sinh o @tdte on this one. 


454yds 
Par 4 


Ths left side offere the best 
cheece of reaching the 

two. A Super Shot 
onte the letrwey will put you 
withlc the renge of « 1 of 3 


bizarre collection ot bills 
end vulleye. Expect ut least 
8 two-patt. 


394yds 
Par 4 


Wit to the leirway on the 
right lor @ cleer shot ut the 
green. On the inft, you'll 
have to hit © monster shot 
to set yonrsef! op. The 
green Is split in two with 
rough ruuuing between the 
halves. Alwuye check thm 


] green before hitting to it to 


| 


judge mhere the cup is 
loceted. 
= = = — 
429yds 
Par 4 


‘Try to pimce yoor drive jest 
bstow the bottom ol the 

first hooher. From there you 
sboold buve u 
meohsable shot to the green. 
Any other plecerecut leaves 
yoo blocked by trees or too 
lur from the green. Once 


x] you're on the graeo, yoo’ 


find severul difficoit trooghs. 
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Before you can claim ‘wictory as champion of GRAND PRIX Cho 


the mast incredible racing courses in the You've got to place 


World, you'll have to know every curve and Nret 00 every coarse 
straightaway. Practice in the Time Trials, then ~~ —— pels ag F etal 


se Your Machine 
Choose from two 


join the Grand Prix Circuit or go up against Circsit. Type 8 is hetter In 
Game Linkers in the Multi Game mode g cnrves 
MULTI GAME COURSE GROUPS : 
; TIME TRIALS 
AUSTRALIA | 4. PORTUGAL en = 
—— Test yonr perfor- 4 r 
Teance 00 the eight Corner With Caution 


. CANADA | 5. JAPAN 
. U.S.A. 

.dAPAN | 4, INDIA 
. BRAZIL | 5. EGYPT 


Grnnd Prix courses =—s 


with competing care If you're weaving all 


over the track in the 
corners, you'll waste 
valuable seconds, Stay 
on the straight and 
harrow as much as 
possible, then turn 
B guickly and decisively. 


[= sce mec * 


» CHINA 4. INOIA woe Points 
a 

. NEPAL | 5. HOLLAND 

|. HONG KONG | 


The last set of carves in this conree ore 
the enniest to negotinte. Try to pasn, thee =}|—___ 
get rendy for the home stretch. 


—] You'ii start in tenth posion, hut 
| with a tnrho hoost, yon cnn move in- 
to seventh before the first curve. 


The sirnight sections of this cosrse ere reni 
terbo-boost opportenities. Pnt the pedal to 
the metni nnd pnss as Many cnrs ns yoa ce. 


Two quich comers appronch one nfter the 7 = 
other. Tnhe # eany throagh the cnives. — 


Then h turho in the streightawny. ae (as 
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The moat streight-forwerd coorse ce the circoit 
Is the best tor tots! terko acting Slow it down 
In the cnrvea on the back stretch, then bfast 
off 


The Japecese course is one of the tosghest. 
There's ne need to get fency. Inst mointein a 
consistent speed and try to avold wiping out 
Yoo'S be nnmber ona im the long run. 


There are 8 int of similarities to the Sreziiien 
coarse In this chellenger. In this cosrse, 
thoagh, you'll fied longer streighteways and 
fewer curves. 


The styeightawsys ore hey In this complicated 
cosrse. Pour on the turbo when there ere no 
carves in sight, then try to keep yonr positon 


This course Is very straight torward in thst 
there era obvious all-ont terbo ereaa and 
equelly obvions stow, cerving sreas. Teke eech 
section es it comes. 


The U.S.A track, which we've shown in detail, is the thed 
track you'll encounter on the circuit. Ths rest of the tracks 


shown below are just as challenging... if not more so. 


‘standerd ovat entil you get te the back, thee it 
diga in for a wild ride. Watch for trescheross 
90 and 180 degree teres. 


There are cerves-s-planty in this conree. Poss 
a$ Magy cars es yoe cen at the beginning ot 
the coarse. Then, on the secoed half, Juat 
concentrate on servival. 


With the exception of some asper difficult 
tums, the Egyptien coerse is cee of the essiest 
to nagotlate in the circeit. Gen test and corner 
corefully. 


ce 


This is @ quick one for expert racers. You 
shoeld he able to pass In the straightaways 
‘ond most of the cerves. Then take it easy In 


Doe't worry about passing In the cerves of the 
Portugeese course. Jest heap yoer position, 
then gee it on the straightawaya and go tor 
first place. 


It you're on experienced recer, yos shoeld be 
able to do plenty of pessing in the windy 
Chinese coerse. Stow down In the tarneroends 
and keep raciag. 


a 


This istand conree tests yonr ahilities to ture 
ond nse turbo ef the seme time. Try to stay 
inside on the cerves ond psy sttention to the 
signs. 


RACE THROUGH 14 INTERNATIONAL COURSES 


——2. CANADA 


7. U.S.S.R. 
14. HOLLANO— ——3. US.A. 
Ce 13. HAWAII 

. ma -——5. JAPAN 

12. HONG KONG 6. BRAZIL 
S/EQYPF——_—_—_ 1, AUSTRALIA 
8. INDIA 11. NEPAL | 
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AYTONA 


Daytona is the most famous track on the Nascar circurt, and 
it draws the biggest names in the racing world You're up 
against pros, and you have to dive aggressively to get an 
edge. You can rub the walls at Daytona, but each time you 
bump them, you'll damage your car. 


Hit the brakes here to 
prepare for the coming 
corner. 


Dn a banked track, hold 
a high line on the 
straightaways, drop in 
tight on the turns, and 
head straight for the out- 
side of the next stretch. 


From tha autside ef this 
stretch, maka a Una... 


... through the comer 
to the outside. 
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\ 
The entry to pit row 1s narrow Don't crash into the A 
concrete divider! The computer takes over once 
you enter, letting you concentrate on managing 
your pit crew. 


© 1881 Mindscepe Inc, 


is LQ) 


If your tires are wom, you should pit 


to change them. Practice changing 
tires before the race begins, and 
shoot for a ten-second turn-around 


MIN’ ON THE STRETCH 


Daytona has the longest straightaway of the circuit. If 
you floor it, you can hit 207 mph. This Is your opportunity 
to either lengthen your lead or make up for lost time. 


DAYS OF THUNDER 
SESS DAMAGE CONTROL Sauna 


Racing on tha benked oval aets tires fest, end 
rubbing the well or bumping other cers can 
tausea flats. You can aliminata soma competitors 
by forcing them into the well, but keep in mind 
that contact damagas your car, too. Press Salact 
to check your cer's demege level end the condi- 
tion of your tires. 


Sea) A short, classic oval course, Phoemx hes 
lots of curves. Brief straightaways make it 
hard to hit top speed, so you heve to make 
the corners count. 


so tt is hard to drop inside and slip by the 
othars. Acclarata quickly to eet treck in the 


eeanetanan Aaa ; r straightaways, 
ae aus L = 


Snug in bahind other cers on straight: 
eweys, Their slipstreams, or drefts, 
pull you along, allowing you conserve ff 
precious fual. 


Michigan's track is fast and relatively flet. 
|| When tha track curves slightly, save 
ground by staying in the center and driving 

straight through. 


The slightly banked curves at Miami give 
you a chance to slingshot by opponents. 
Although it has lots of curves, you can turn 
in good lap times. 


BRAKE TIME 


Slow down here to handle 
tha naxt curve. 


TAKE THE CORNERS LIKE A PRO 


The degree of a track's banking [[ teem 
determinas how you handle the |} 
curvas Flat trecks leave little room 
for surprisa moves, but on staep 
cornars you can shoot for the low 


a4 
Paras 


Bisset, TIRED OF TAILLIGHTS? [asia 


Don't be asleep et the wheal. While you re busy trying to find en opening eheed, 
Temambar to keap an eye on your mirrors When you catch a glimpse of 
someone moving up on 
you, plan a mova that will 
block his lina. Don't let 
enother driver sneek byl 


Tha action really heats up when 
friends control some of the cars 
Use the Game Link cable for a 
two-player game, the Four Pley- 
er Adapter for more. When you 
think about causing them to 
crash. remambar that they 8M Fo your trienis In the 

turn the tebles end bump youl rece. es more fun to ploy 

than watchl 


~s 
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REV IT UP, IT’S RACE TIME 
Control takes getting used to As with real RC. 
cars, when they move away from you right is READY, SET, GO! 
right and left 1s left, but when they come back, 
steering 1s just the opposite. Tight tums and 
smooth handling are the keys to the winner's 
circle. 


Speedometer 
Wespoe 
Type eed 
Number 
Place third or better to move up 
Track Disgram frack Number Lap Couster one track. 


Improve your car's performance by picking parts When the contest is tight, upgrades can make 
up off the track. Upgraded Tires, Batteries and the difference between qualifier and also-ran 
Engines enhance handling end ecceleration. 


(Ent (on) MOTORS 


RA 


134 NINTENDO PLAYER’S GUIDE 


Get @ feel for RC. action on this easy aval 
and upgrade your Engine in the process. 
Tougher tracks ere coming. 


Hit hot high-end speeds on the stretches, but 
power down to hold your line as you enter 
the ess curves. 


You'll find this an easy track to handle, 2s do 
your opponents, Make the most of the Zip- 
pers on the stretches. 


dust before the finish line, the track narrows 
to one lane. Be careful—you don’t want to hit 
the wall head on! 


Track One is a training ground. Get your bear- 
ings there, then gear up for the challenges that 
he ahead. tf the twisting. turning tracks aren't 


on 2 aa 


Orive over Zippers for a sudden burst of 
speed, but be careful in the final curve —it’s a 
car cruncher 


If you hit the Oil at the start, you'll have 
tough time recovering and catching up with 
the crowd. Use weapons, 


Concentrate on clean cornering. If the others 
shake you in the early curves, you've seen 
the last of them. 


Avoid the Sand Patches. They're slow going! 
Force other drivers into the sluggish stuff 
when you can. 


SUPER R.C. PRO-AM 


tough enough, odd obstacles will weed out the 
wimps. Watch out for ail slicks, loose sand, end | 
super Slow-Cones. 


COURSE 3 


It's time for some tighter turns. Oil slicks 
send cars crashing into walls, so pick up a 
Rall Cage nght away. 


You're becoming more skilled, but so ar your 
opponents. Watch out—they'll try to nose 
you out at the flag. 


The curve in the center is a good place to 
pass. If you can’t catch your opponents, take 
them out with weapons. 


This course has one curve right after an- 
other Hold the inside line and force the 
others to make wide corners. 
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These Cones won't budge! You'll come to a 
dead stop tf you hit them, and they cause 
some serious traffic jams 


Between the countless curves and huge 
Slow Cones, you won't hit high speeds on 
this track. It's a tough one. 


Curves won't cause problems on this track, 
but Conus do. The road narrows in places, 
and items are hard to snag 


27 
.. = =~ 


Dodge the Gil slicks and corner efficiently to 
gain en advantage on your speedier oppo- 
hents Pick up Rall Cages! 
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rf 
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It’s not as tough as it looks! With the ground 
you'll gain in the curves, hold off challenges 


After grueling Track 16, you get a breather 
on this one. Avoid the Oil and go flat out on 
the straightaways. 


Now you're looking at confounding corners 
and one lane stretches. Pick up the Tires— 
you'll need them! 


Wnt four laps. this is the longest course yet. 
Consistency pays off in the long run. Be 
patient passing 


Islands split the track into two lanes in 
places, and the Sand Patch at the finish fine 
can be a spotler 


<e~ 


Oil slicks in the curves make them herd to 
handle at high speed, and Slow Cones block 
lanes in several places. 


There aren't ony obstacles, but you'll have to 
accelerate faster and corner tighter to keep 
up with the leaders, 


Are you up for a rough ride? You'd better be! 
Dodge the Oil slicks in the corners and use 
weapons whenever possible. 


GAME BOY. Oe ee ee ee oe 


DIRECTORY 


2 rH 
ane i 
ep oRTS 
ees ri 
nant 


see 
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1 Player, Password 


Fill In The Blanks 
In A Wild Chase 


Run from wacky ene- 
mies along the borders 
of connecting rectan- 
gles in this fast game with 
dozens of levels, When all 
of the eggs around a rect- 
angle are broken it will be 
filled with a design and 
the enemies on the bor- 
ders will be knocked out 
of the picture. Fill in all of 
the shapes while avoiding 
enemy contact and you’ll 
move on to the next 
room. Some rooms fea- 
ture detailed drawings of 
the Penguin hero when all 
<== 3) of the shapes have been 
e8G2hE Bas ZZMZ— || filled. 


2 Player (Gi) 


A Lafty Chase Over 
A Fantasy Land 


Ay a, e — 
w= A girl sets out to find 
. her brother who has 
floated away in a 

b 


ushel of balloons. 
Carrying only two bal- 
loons of her own, she’s 
got to brave a world of 
balloon-popping bugs 
and birds in order to save 
him. Her adventure takes 
her through a forest, over 
a sea, in the belly of a 
whale and beyond. The 
simple theme and play 
g control make this a game 
» | that is easy for beginners 
to understand, although 
it may be too basic for 
expert players. 
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1 Ployer 


The Web-Slinger 
Fights Back 


The deadly foes of 
Spider-Man have 
somehow discovered 
his secret identity and 
kidnapped Mary Jane. 
Now, predictably, he’s 
got to take them on, one 
at a time, to free her. 
Guide him to victory 
over classic foes like 
Mysterio, the Green 
Goblin and the Scorpion. 
Spidey can punch, kick, 
shoot webbing, swing 
from buildings and climb 
walls. With all of those 
powers it will take some 
time to master the con- 
trols. 


1 Player 
The Caped Crusader 
Patrals Gatham 


Fight through the 

e Gotham City under- 

ground and fly over 

its unfriendly skies in a 

four-stage thriller that 

ALE *TS ASS) follows the story line of 

the Batman movie right 

down to the acid bath 

origin of the Joker. The 

~~ arf Batman character is 

small on the Game Boy 

screen, but he’s got a lot 

piece 1: a) of "wonderful toys” that 

make him a very big 

=) 7) crime-fighting force. In 

one stage, Batman 

climbs into the Batwing 

and fights the Joker’s 
forces in the air. 


2 Playar (GL), Pasaword 


Heovy Mochine 
Crunching Action 


Battle Bull is short for 
Battle Bulldozer. You 
are in control of a hi- 
tech earth mover ina 
maze-like arena. You can 
take out your opponents 
by crushing them with 
the bricks of the maze 
wall. If you're victorious, 
you can spend your win- 
nings on new equipment 
like turbo engines, super 
shovels and grenades. 
With Game Link play, 
you can challenge a 
friend to a mighty bull- 
dozer battle. Keep push- 
ing and don’t get cor- 
nered! 


2 Playar (Gt), Password 


Climb A 
Tower Of Puzzles 


Asmik’s dinosaur 
mascot, Boomer, 
starts at the ground 
floor of a puzzle-packed 
tower and works his way 
up floor by floor. It’s a 
theme that is used ina 
lot of games, but a few 
innovations make this 
one interesting. Boomer 
can collect weapons to 
toss at the many unusual 
enemies that chase him, 
he can dig holes as traps 
to slow them down, and 
he can collect a compass 
that points to the buried 
tower keys. 


1 Playar 


A Super Robot 
Bottles Alien Forces 


Battle Unit Zeoth is a 
futuristic five-stage 
battle over an alien 
city. You've got to keep 
one finger on the fire 
button and one finger on 
the Jet Pack throttle but- 
ton in order stay in the 

Tevgh, air and keep blasting en- 
emy tanks and hover- 
ships. Collect enough 
Power-Up items and 
you'll be able to fire as 
many as four shots at 
once. The sound effects 
in this adventure are fan- 
tastic and the alien lead- 
ers are out of this world] 


” Bf: . 


3 " Suds And Fun 
(4 = ! With Kooky Creotures 


= Take on a world of 
wacky enemies in this 
action/puzzler that 
has, in the past, been big 
in the arcades and on 
the NES. Clear away 
creatures by encasing 
them ina bubble, then 

> push them out of the pic- 
ture. as an eniovarle 

lecomz****22>5 ak) game along the lines o 
the Pac-Man series. A 

ape password feature allows 

you to save your place in 

the game as you make 


mem your way through 
—_ dozens of stages. 
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1 Player 1 Player, Password 
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SS 
You'll Get Blown Away mS 


With Bubble Trauble 


Cute graphics and mu- 
sic, and ever more diffi- 
cult puzzles are the ba- 
sis of Bubble Ghost. In 
each room you must use 
the ghost to blow a bub- 
ble past a variety of inge- 
nious traps such as nee- 
dies, candles and fans. If 
the bubble touches any- 
thing, it pops and you'll 
have to start over. As you 
progress from room to 
room, the bubble traps 
become more ingenious 
and difficult to clear. 
Multiple players alternate- 
ly take turns and compare 
high scores. 


1 Player, Paesword 


Bugs Returns Far 
Anather Adventure 


Squeeze through 
pipes and climb lad- 
ders to help Bugs 
through 2B challenging 
rooms of the next Crazy 
Castle, making sure that 
you find all eight keys in 
every room. You can 
use pickaxes to climb, 
hammers to smash, ar- 
rows, bombs, invincible 
potions, and many other 
items to help you on 


your way. Smooth ac- 
tion and increasingly dif- 
ficuit rooms make this 


s game a real treat for any 
Game Boy fan! 


ss 
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B® tho Woscally 


Wobbit Is On The Wun 


Inside the Crazy Castle, 
Bugs Bunny picks up 
carrots and boxing 
gloves while being 
chased up ladders and 
through pipes by bad 
toons like Wil E. Coyote 
and Sylvester the Cat. 
Each room is a maze with 
carrots on different lev- 
els, Grab all the carrots to 
clear the stage and punch 
the bad guys who get in 
your way. The graphics 
are good and so is the 
sound, Passwords save 
the game, so you don't 
have to finish it in one sit- 
ting. 


2 Player (GL), Password 


A Deluxe 
Interstellar Blast! 


} Burai Fighter Deluxe is 
based on an NES 
game of the same title. 
The warrior,in his futuris- 
tic battle suit, flies about, 
zaps aliens and collects 
weapon enhancements 
like lasers. The game 
control is very good (sim- 
ilar to the NES game) 
and each stage provides 
a challenge in either hori- 
zontal or vertical scroll, 
or both. Passwords are a 
big help, but fast reflexes 
and the ability to learn 
enemy attack patterns 
are the real keys to the 
game. 


Yau Can Be 
A Burger Meister 


oS 
You're the chef in a 
dangerous fast food 
restaurant where cus- 
tomers are hungry for 
their burgers. By running 
up and down ladders 
(which causes buns and 
patties to land on the 
plates below) while avoid- 
ing evil hot dogs and oth- 
er foods, you'll try to cre- 
ate the perfect burger. 
Your culinary skills re- 
quire you to progress 
from level to level where 
the task becomes more 
comptex and dangerous. 
There is a Password and 
two-player mode. 


1 Player 


The Stakes Are 
High In Transylvania 


Veteran vampire 
hunters will be excited 
* by this new Transylva- 
nian adventure. The ac- 
tion is very similar to the 
three Castlevania games 
for the NES—whipping 
enemies and torches 
with a premium on jump- 
ing skills and quickness. 
The action is a bit slower 
than it is on the NES, but 
in this game the difficulty 
level remains high. The 
haunting graphics from 
graveyards to dungeons 
are very good. There’s no 
password, but there is a 
stage continue. 


1 Player 


Spiraling Your 
Way Ta The Tap 


PA The Castelian is a 
re) mouse-like creature 
who finds himself 
trapped in a castle. As he 
ducks through doors and 
pdiibo_889_ 1 E59 rides on elevators to 
- |i avoid enemies, the 
© aia =./ Castelian makes his way 
tccem rte up nine towers. The view 
rotates around the tower 
as the Castelian dodges 
through doorways ag 
sce i appears on the far side 
rege ste We Fay of the tower. At first, the 
imeem es | View and control seem 
2 awkward, but once you 
ra ES have the basics down 
the game is fun and 


: «+ ~ | challenging. 


1 Player 


Out Of My Face, 
This Ain’t Na Race! 


When highway patrol 
missions are radioed 
to your squad car, you 
shift into high gear in 
pursuit of escaping crim- 
inals. Catching up to the 
bad guys, evading other 
cars and staying on the 
road at high speed is the 
challenge. Unfortunately, 
the road doesn’t change 
much from one chase to 
the next. As the game 
progresses, the bad guys 
have a greater lead, 
which does make it 
tougher. The dash layout 
has all the info you 
need—a big plus. 
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2 Playar (GL), Paaaword 


Make Your Way Through 
An Impossible Maze 


This puzzle/action 
game pits you against 
maze-type problems 
in which you must col- 
lect energy capsules 
while avoiding enemies. 
When you first enter a 
room, some capsules 
seem to be in impossible 
positions. By using lad- 
ders, blocks, switches 
and your wits, you'll puz- 
zle your way through to 
the next stage. You can 
choose between two 
characters or play with 
both of them using the 
Game Link option. 


) 


Head-knocking 
The Game Boy Way 


Fans of martial arts 
action will get a kick 
out of this classic bat- 
tle of flying fists and 
feet. The graphics are re- 
markably close to the 
original game, but the 
characters move slowly 
and most of the thugs 
are fairly easy to defeat. 
The bosses, on the other 
hand, are incredibly 
tough—they really “Pak” 
a punch—and make the 
game worth a try...and 
another and another. 
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Bumper 
Bashing Buggies 


After choosing one of 

" three types of off-road 

ee < cars, you'll find your- 
self at the starting line of 

a race track waiting for 


doesn't quite make 
sense, but it’s fun. The 
track is long and wind- 
ing, divided into seg- 
ments that you must fin- 
ish in a designated time 
period. Barrels, boulders, 
oil slicks and competitors 
all can block the trough- 
like track and make you 
lose precious seconds. 


tion, as well. 


2 Player 


Dirk The 
Daring Lives! 


The Legend continues 
with the adventures of 
Dirk the Daring. 
Although the play is far 
removed from the clas- 
sic coin-op game, 
Dragon's Lair does have 
picturesque graphics. 
As Dirk, you must ven- 
ture alone {it’s a two- 
player alternating game} 
to find 194 pieces of the 
Life Stone which are 
scattered through 14 
worlds. Dirk's mission is 
challenging and requires 
precise timing of frog- 


gerous obstacles. 


There is a Game Link op- | 


like hops through dan- 


the light to turn gray. It | 


1 Player, Peesword 


A Video Gome Introduc- 
tion To The Food Choin 


| Fish Dude’s goal is to 
™ eat all the little fish so 


™- he can be the biggest 


fish in the pond. But 
there’s always someone 
bigger, so it’s eat or be 
eaten! The concept is 
unique, and the game 
isn’t as easy as it sounds 
because there are varied 
habitats to master and 
the inhabitants are hun- 
gry! It can be tough to 
maneuver through some 
of the crowded underwa- 
ter passages. A pass- 
word feature will let you 


2 Player (GL), Password 


Foce Off For The 
Biggest Brow! Of All 


This game pits post- 
apocalyptic thugs and 
goons against each 
other in martial arts 
combat. You can select 
from among 11 fighters, 
each with his own spe- 
cial moves. Battle each 
of the other characters to 
become “King Of The 
Universe.” A password 
saves your progress as 
you move up in the 
standings. Although the 
game doesn’t have a lot 
of variety, it is fun to 
play head-to-head in 
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Feorless Kuros 
Tackles Horrific Costle! 


This single-player 
challenger has Kuros 
hopping and fighting 
his way past medieval 
monsters, collecting 
gems and battling the ul- 
timate evil— Malkil! The 
emphasis is on fun and 
challenging action with 
clean, smooth graphics. 
The Fortress has five lev- 
els, each with multiple 
sections filled with fero- 
cious creatures and hid- 
den rooms. You'll have 
to start from scratch 
each time you play since 
there’s no password or 
continue. 


1 Player 


Ghastbusters! 


Ghosts are terrorizing 
your city, haunting 
buildings and creating 
slime. One player con- 
trols a pair of Ghost- 
busters (choose from 
Peter, Ray, Egon and 
Winston) as one guy zaps 
“em, and the other guy 
traps ‘em. Controlling two 
men at once makes for 
some strange play control 
until you get used to it. 
You have only three con- 
tinues. Once you use them 
all up, you'll have to start 
over. There are three lev- 
els with multiple floors to | 
purge of poltergeists! 


GAME BOY 


144 


2 Pleyer (GL) 


Help Go Go Tonk 
Reoch The Enemy Bose 


In 
game, you control a 
plane while the tank 
chugs below you, trying 
to reach the enemy base. 
You must airlift blocks to 
clear a path for the tank 
while bombing enemy 
emplacements along the 
way. In the Game Link 
mode, it’s two planes 
and two tanks trying to 
reach the same goal. 
You can block your oppo- 
nent’s tank with bombs, 
but a blocked tank will 
stop you, too. It’s chal- 


Bone 


way you play! 


1 Player 


Gizma’s Back 


And He’s In Big Trouble! 


Gizmo returns to action 
in an adventure game 
based on his second 
movie. The Gremlins are 
on the loose again, and 
this four-stage action 
game follows the fun 
from a side view as 
Gizmo leaps from one fix 
into another. He'll handle 


single-handedly with 
spring-loaded boxing 
gloves and other wacky 
weapons. Bonus games 
between levels let you 
earn extra lives. The 
graphics are great and the 
soundtrack is catchy. 
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Super Monster Godzilla’s 
, New Role: Puzzle Solver! 


Instead of leveling 
cities with his atomic 
breath, the Godzilla of 
Toho’s Game Boy title 
uses a boxing glove to 
smash rocks and punch 
out foes. Rather than 
making Earth safe for 
monsters, Godzilla’s out 
to rescue his offspring 
from a maze of 64 puz- 
zling rooms {a password 
feature saves your 
progress). Fans of 
Godzilla’s city stomping 
antics may not be thrilled 
with his new role, but you 
should like the game if 
you're into puzzlers. 


SREEErE 


meh Mig And Dosh 


To Save Your City! 


Alien invaders are at- 

tempting to take over 
er Japan! This time old 
Kyoto is set upon by 
crawling creatures, and 
it’s up to you to save the 
city armed with only a 
shovel. In this action-puz- 
zle game, you dig pitfalls 
for the pursuing aliens 
and bury them when they 
32) fallin. The 12 stages are 
packed with fast and furi- 
ous action reminiscent of 
other maze chase games 
such as Pac-Man. You 
can Game Link with a 


the aliens faster! 


friend and work to bury j 
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2 Player (GL) 


An Undersea 
Battle In The Atlantic 


Captain Marko Ramius 

of the Soviet naval 
” fleet intends to defect 
to the United States by 
sailing across eight sec- 
tions of the Atlantic in 
the top secret submarine, 
Red October. This under- 
sea thriller is at its best in 
the Game Link mode 
when Player 1 controls 
the Red October and the 
other is in charge of the 
Soviet fleet. The odds are 
in the favor of the fleet, 
but the Red October can 
even it up by collecting 
Pickups to power the 
silent drive. 


Master The Mortial Arts 


lrem’s Kung Fu 

Master is a martial 
~ arts battle game simi- 
lar to Double Dragon. 
The action is fast and fu- 
rious {much faster than 
Double Dragon for Game 
Boy), complete with 
punches, kicks and leap- 
ing attacks. The enemy 
Kung Fu fighters have 
their own styles of fight- 
ing, and they leap out 
from behind walls in sur- 
Prise attacks. Good ani- 
mation and an ever- 
changing fight make this 
game fun and interest- 
ing. 


2 Player (GL) 


Puzzling Action 
On A Quest For Gold 


Lode Runner is an in- 
triguing action-puzzle 
game in which you 
control a character trying 
to strike it rich. Your lim- 
ited control options are 
to destroy blocks to the 
right, run left or right, or 
climb ladders. As soon 
as a miner touches you, 
the game is over. Your 
strategy must be to fig- 
ure out how to trap the 
miners and reach all the 
“lodes” of gold. It isn't 
easy. The game includes 
a level select and edit 
mode to create your own 


| challenging gold rushl 


1 Player 


Caps And Rabbers 


ia Lock ‘N Chase is a clas- 
= _\ sic maze game. You 
2 have robbed a bank 
and now the cops are after 
you. Each stage is a maze 
with coins and bonus 
items that appear random- 
ly. Evade the police, grab 
the coins and bonus 
items, then move on to 
the next, larger stage. The 
control is good and the 
stages get progressively | 
more difficult and larger. 
You'll have to scroll 
through some of the larg- 
er mazes. 
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1 Player 


Moru Trovels Through 
The World To Sove Cori 


This action game fea- 

} tures Maru, a young 
* man who must save 
his kidnapped girlfriend. 
There are six stages, 
each taking place in a dif- 
ferent country. Several 
are underwater stages. 
In each area, you must 
battle past dangerous en- 
emies to face the bosses. 
Eyeclop and Insector are 
only two of the fiends 
you will face. You can 
collect several different 
weapons as you travel, 
and you'll use them all 
before you see your 
beloved Cori again. 


Of Mice And Megs 


Mickey Mouse comes 
to Game Boy in a fun 
= action game similar to 
Disney's Rescue Rangers 
for the NES. Using either 
Mickey or Minnie Mouse 
as your character, you'll 
scamper through neigh- 
borhoods and malls, 
over roofs and into se- 
cret rooms while beset 
by an assortment of ene- 
mies. The Mice heroes 
can pick up blocks and 
2) throw them for protec- 
tion. You can also col- 
lect Power-Up items, but 
you'll have to explore to 
find the best items. 
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A Force Of Four Agoinst 
The Might Of Many 


You are putting to- 
gether a small party of 
» warriors in an attempt 
to restore peace to the 
land. Five brave war- 
riors have volunteered to 
go through six stages, 
but you can take only 
four. Select the four 
warriors you want and 
begin your mission. You 
can choose from several 
attack formations and 
designate different lead- 
ers. If you find yourself 


in a sticky situation, you 
can even call upon a 
Spirit Warrior to help 
you out. 


1 Player 


Maxie Mouse 
Is On The Move 


Maxie Mouse crawls 
out of a hole in the 
wall and sets off on an 
adventure in a house 
bristling with traps and 
nasty surprises. Maxie 
can climb, run and jump 
with ease, but one touch 
by an enemy sends him 
to mouse heaven. The 
graphics and sound are 
cute and fun, but the 
chalienge isn’t just for 
mouseketeers. Timing 
your movements and 
learning how to avoid 
new traps will keep a 
man of any age or mouse 
scratching their head. 


Brick Smashing Action 


Mr. Chin must try to 
get rid of the pesky 
creatures that have in- 


habited his land by 
transforming them into 
turnips. Jump = and 


smash bricks with your 
head to discover the 
magical items you will 
need to change the nas- 
ties into a veritable feast. 
Mr. Chin's Gourmet 


Paradise is reminiscent 
of the arcade classic, 
Mario Bros., but has new 
twists that keep you hun- 
gry enough to come 
back for more. 


Terrorist Plot 


A helicopter crew has 
been kidnapped by 
terrorists and it’s up 
to you to save them. 
You must battle your 
way through five terror- 
ist-infested stages to foil 
them. Early on, you are 
armed with only your 
pistol and limited ammu- 
nition. Conserve your 
shots and work your way 
through the lair. Make 
sure that you search the 
crates for extra bullets 
and more powerful 
weapons. Good Luck! 


1 Player 


Mr. Do Digs Action 


Dig up a load of 
buried cherries and 
avoid contact with 
crazy creatures in this 
side view action game 
that is much like Dig 
Dug. As Mr. Do, you can 
burrow tunnels in order 
to get to the cherries 
and, at the same time, 
elude the enemies who 
must travel along exist- 
ing tunnels. If you dig 
under a boulder, it will 
drop down and block the 
path. There are three dif- 
ficulty levels, so you can 
step into a challenge 
from the word go. 


1 Player 


Spoce Adventure 
Throogh An Alien Fortress 


You'll be busy with an 


Sw) all-out attack on some 


of the most atrocious 
and vindictive aliens 
ever known. There are 
five levels of non-stop 
action with bonus levels 
and hidden areas. 
Power up your ship and 
take on wave after wave 
of foes. The automatic 
rapid fire will save your 
thumb from tiring out 
too quickly. Don’t ne- 
glect your shields. if you 
do, you'll regret it dearly. 
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A Kung-Fu Kid 
Jumps Into Action 


* Kick, punch and somer- 

sault through 32 stages 

of martial arts action in 
a Game Boy rendition of 
Kung-Fu Heroes for the 
NES. This ts not Double 
Dragon. The hero and en- 
emies are less realistic- 
looking and much more 
like cartoon characters 
than those of most mar- 
tial arts games. Weapons 
are more scarce in this 
game, too. You have to 
rely mainly on hand-to- 
hand combat. In ad- 
vanced stages, you learn 
new maneuvers and earn 
special items. 


2 Player (GL) 


- An Arcade Clossic That 
Fits In Your Pocket 


Namco's 
“ brings the pellet-gob- 
* bling fun of Pac-Man 
to Game Boy. As every- 
one knows, the idea is to 
‘) eat all the energy pellets 
i) on a stage while trying 

to avoid being eaten by 
enemies. The fun comes 
from the thrill of being 
chased. The game itself 
is incredibly simple, but 
that’s part of the fun, 
too. All you do is guide 
Pac-Man in the right di- 
rection. This version has 
a two-player Game Link 
option so you can share 
the fun. 


Pac-Man | 
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1 Player 


Will The 
Aliens Ever Leorn? 


Through five stages of 
fast moving action, It's 
just you and your gun 
against invading aliens. 
Just hold the B Button 
and you have turbo action 
to fire your weapon. The 
play control is smooth 
and the aliens get ex- 
tremely tough. Practice 
will stack the deck In your 
favor. Look for safe spots 
and fire your gun from 
different angles. 
Although this is an action 
game, use the strategy 
that works best for you. 
Dodge and destroy. Look 
before you leap. 


2 Player 


Eorn Big Bucks 
Delivering Papers 


§ It's early in the morn- 


2 ing and you mount 

your bicycle and head 
out on your paper route. 
The job is full of obsta- 
cles, though. Skateboard- 
ers, dogs, construction 
workers, and a variety of | 
other challenges try to 
prevent you from com- 
pleting your rounds. 
Steer your bike through 
your treacherous route 
and fling your papers to 
your customers. Remem- 
ber, a happy customer is 
a paying customer. You 


get big points for matl- 
box delivery. ee 
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2 Player (GL) 


Toss Out Animol 
Adversories 


| While the name of the 
\ game gives credit only 
= to the penguin, this 
one-on-one battle of re- 
—=z=ze=sy flexes features five differ- 
a ent animal characters; a 
penguin, bat, rabbit, rat 
Wy) and cow. Two animals 
stand at opposite ends of 
a table, each with five 
balls. They then toss 
their balls to the other 
side of the table and 
avoid incoming balls. If 
all of the balls end up on 
the other side or, if you 
have the fewest balls on 
your side when the time 
runs out, you win. 


1 Player 


Clean Up 
Gongster-Ridden Streets 


Marvel Comics’ vigi- 
lante marksman, the 
Punisher, is dead set 
on ridding the world of 
gun-toting villains. In this 
first-person perspective 
shoot ’em up, you aim 
the sights of the 
Punisher’s rifle on hood- 
lums, making sure to 
miss innocent by- 
standers. When you’re on 
target, you'll earn tons of 
Power-Up items. While 
this game is reminiscent 
of Cabal, Operation: Wolf 
and Freedom Force for 
the NES, it’s the first of 
its type for Game Boy. 


2 Player (GL) 


Run Fost And 
Avoid Collisions 


The course for this 
unique racing game is 
square with four lanes 
and four open areas 
where you can change 
lanes. Your opponent 
travels in the opposite di- 
rection, and your goal is 
to collect all of the dots 
on the course while 
avoiding a head-on colli- 
sion. Survival depends 
on choosing the right 
lanes and speeding up or 
slowing down to change 
into a lane that is not be- 
ing used. Advanced 
stages feature special 
items and obstacles. 


2 Player (GL) 


Battle A Fleet 
Of Naval Forces 


Radar Mission's two 
naval battle exercises 
= require two types of 
gaming skills. The first 
game is strategy oriented. 
Players lay out their 
ships, subs and aircraft 
carriers on two grids and 
fire shots back and forth 


| in an attempt to sink each 
* other’s fleets. A near miss 
option lets players know 

ols enre a sy 


when they‘re close to 
omnes §$Making a hit. The second 


aa, game is a periscope-view 
seme, Submarine battle in which 
Cm players take aim on each 


AM #4 Other's forces in a more 
cae direct form of combat. 
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2 Player 


A Flipper Frenzy 
With Goofy ‘Gotors 


Set the ball into mo- 
tion and ready the flip- 
per buttons for an ex- 
citing game of pinball 
with great characters and 
super play control. The 
bumpers and obstacles 
on this two-screen table 
are alligators who can hit 
the ball with their tails or 
get smacked on the 
snout with a direct hit. 
Knock the ball into the 
open mouth of a ‘gator 
and you'll send it into 
one of several bonus 
screens. Two players can 
alternate without using a 
Game Link. 


2 Player (GL), Password 


A Cursed Kingdom 
Needs Yaur Help 


Evil creatures have de- 


ful kingdom, and 
youve been called to 
fight through a maze-like 
land in search of their 
sinister source. You'll 
come across a lot of dead 
ends in your journey 
from castle to castle, and 
you'll find many special 
items. Use them to de- 
feat creatures and break 
through obstacles in your 
path. Unlike some games 
with similar stories, this 
game focuses on simple 
action over complicated 
puzzle-solving. 


THE CREATURE |S 
FEROCIOUS? 
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scended upon a peace- | 


1 Player 


Potrol The 


eo forcement, RoboCop, 

blazes through the 
criminal-infested streets 
of New Detroit in this 
ten-stage, straight-ahead 
action game. If you're 
very quick on the draw, 
and if you can maneuver 
fast enough to avoid 
grenade blasts and ma- 
chine gun fire, law and 
order will prevail. Some 
stages break from the 
left-to-right-scrolling 
view and show the ac- 
tion from RoboCop’s 
perspective. 


1 Player 


Take On A Fleet Of 
Earth-Threatening Aliens 


A group of alien ships 
representing the evil 
BYDO Empire are ona 
collision course for the 
Blue Planet. Only you, 
daring space explorer, 
can stop them. This six- 
stage shoot ‘em up fea- 
tures fantastic graphics 
and great play control. 
The super detailed alien 
leaders are worth the 
price of admission alone. 
If you’ve played the ar- 
cade version of this 
thriller, you'll be amazed 
at how well it fits into 
the Compact Video 
Game System. 


2 Player (GL) 


Box In A Rivol Serpent 


Pilot a snake-like ma- 
chine in a closed are- 
* na and try to box in 
your opponent. By clos- 
ing in small areas, you'll | 
uncover special items 
that will allow you to fire | 
Missiles and increase or 
decrease the length of 
your machine. The eight 
levels of play offer com- 
binations of different 
play speeds, additional 
enemies, and the ability 
to reverse your machine 
if it is boxed in. The play 
control is difficult to un- 
derstand initially but you | 
will get used to it. 


An Epic Bottle 
Of The Beogles 


Snoopy’s cousin, | 
Spike, has kidnapped 
Woodstock and his 
fowl friends. Armed with 
only your intellect and 
reflexes, you must guide 
Snoopy through more 
than one hundred per- 
plexing rooms. Avoid 
the bouncing balls pur- 
suing you and use any 
Power-Ups to your ad- 
vantage. The clock is 
ticking and if time runs 
out, it could be a canine | 
calamity for Snoopy and | 
his buddies. | 
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2 Player (GL) 


Reptilion Romeos 
To The Rescue 


two eccentric ser- 
pents, are in a race 
against time to rescue 
their beloved Sonia from 
the coils of the nefarious 
Nasty Nibbler. Wriggle 
your way across shark- 
infested waters, through 
bubbling lava caves and 
over deadly spiked 
floors. Let your fingers 
do the slithering as you 
guide our heroes 
through 16 laborious lev- 
els with only the libera- 
tion of fair Sonia on their 
minds. 


Interstellor Action 


= . 
— The aliens are coming in 


force and you've been 

sent out to stop 
them..single-handedly! 
Nintendo's lightning fast, 
outer space shoot ‘em up 
puts you at the controls of a 
space fighter jet. The for- 
ward scrolling action makes 
quick reflexes essential. 
Pick up weapon pods to en- 
hance your armaments 
while dodging incoming 
missiles and alien fighters. 
If you have trouble with the 
stage boss, find the safe 
zone and let it scroll past. 
The control, graphics and 
sound are all top notch. 
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1 Player 


Pasta Time... 
Dan’t Run Outta’ Time 


Mario runs, jumps, 
files, and even uses a 
submarine in his new 
four-world adventure. 
Traverse the desert, water, 
and the not-so-friendly 
skies in search of the love- 
ly Daisy who has been 
stolen away by Tatanga. 
Earn extra lives by collect- 
ing 100 coins and by mas- 
tering the bonus round af- 
ter most stages. Earn a 
continue every 100,000 
points to keep playing in 
the more difficult worlds, 
Mario’s many fans will ap- 
preciate his new portable 
adventure. 


1 Player 


Dawn Under With 
Munching Marsupials 


Tasmanian wolves are 
hunting you down while 
you try to clear the 
stage of cacti. Although 
the story line of FCl’s fast- 
paced action-puzzle is far- 
fetched, the challenge ts 
very real. Using a trampo- 
line to bounce up to the 
many ledges, you'll face 
voracious marsupials at 
every turn. The toughest 


challenge, however, is | 


mastering the controls, 
which are extremely 
touchy. You'll have to be 
very patient if you expect 
to survive down under in 
this game. 
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1 Player, Peeeword 


Caurageaus 
Heraism Reptile Style 


The Kingdom of 
Moberry has fallen 
against the evil forces 
of the Dragon Warlord, 
Basso Gila. Can you guide 
Charly, the highland alli- 
gator through the war- 
lord’s fortress and defeat 
evil Basso? Armed with 
only a powerful tall and a 
love for Moberry, your 
journey will be difficult as 
you explore each fortress 
room. A key to the next 
room is always there, but 
can you help Charly find 
it? Every move counts 
and the entire kingdom 
hangs In the balance. 


1 Player, Battery 


The Hunt Is On! 


Elements of the terror- 
ist group called the 
Global Armed Alliance 
(GAA) now control the 
air and sea. They have 
also captured port cities 
around the world. Your 
assignment as comman- 
der of an advanced tacti- 
cal battle submarine is to 
neutralize the GAA and 
restore peace to the 
planet. With every air 
and sea battle, you gain 
experience and a chance 
to improve your already 
formidable battle-sub 
with stronger defenses 
and weapons. 


1 Player 


A Tatally 
Tubular Turtle Tale! 


Experience mind-blow- 

ing action as well as 

brain-teasing games In 
the latest TMNT chapter. 
April has once again fall- 
en into the clutches of 
Shredder, and it’s up to 
your favorite martial-arts 
masters to save the day. 
Battle your way through 
five stages packed with 
hordes of ninjas and 
masses of marauding 
monsters. Get a potent 
pizza power boost on 
your way to a showdown 
at the Technodrome. April 
must be saved.No proble- 
mo, right compadres? 


One of the first titles 
produced for Game 
Boy, Alleyway fea- 
tures classic ping-pong- 
type action. By maneu- 
vering a Mario-manned 
spaceship back and forth 
along the bottom of the 
screen to return a bounc- 
ing ball, players break 
the blocks above. It be- 
gins with easy stages 
and becomes more chal- 
lenging every round. 
Although less sophisti- 
cated than some of the 
newer games available, 
it has good sound effects 
and play control. 


g 
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Make Tracks Thraugh 
Enemy Territary 


The focus of this tank 

battle seems to be more 

on the comic side than 
most military missions. 
While the tank that you 
control is very powerful 
and there are plenty of 
Power-Ups for multi-direc- 
tional shots and grenades, 
It isn't as high tech looking 
as some of the massive 
enemy tanks. Your mis- 
sion is to roll through ene- 
my territory and take those 
tanks down with your own 
machine. You can Game 
Link, to challenge up to 
three other players ina 
closed arena. 


2 Player, Password 


The Most Dudeful 
Dudes Are Time Warping 


Heinous dude Nomo- 
lous is messing with 
the future, so Bill & 
Ted have to travel back 
and forth through time 
collecting the time frag- 
ments he stole. Only 
when all fragments are 
restored will a safe fu- 
ture be possible. Their 
search begins in Austria, 
circa 1805. Play solo, or 
decide who will be Bill 
and who will be Ted in 
the two-player game. 
Play control is challeng- 
ing, but it might be just 


the game for BIG fans of 
the duo. 


GAME BOY 


154 


A Boxing Motch 
Of A Different Kind 


) Boxes, boxes and more 
boxes. You must place 
each box in its specific 

home space, which ts pos- 
sible only if you make the 
right moves in the right or- 
der. Every room is a puzzle 
in itself, and the game’s 
passkey feature lets you 
return to whichever you 
choose. And if the dozens 
of progressively complex 
rooms aren't challenge 
enough, you can also se- 
lect the Create mode to de- 
sign your own room con- 
figurations. Puzzle game 
fans won't be able to put it 
down. 


1 Player, Password 


Picking Up The Pieces 


Mythical mazes were 
no more puzzling than 
_—" this game is! You be- 
gin Level One with four 
puzzle pieces and an 
empty space. The object 
is to arrange the pieces 
so that they fill the entire 
space. With each level, 
you gain a puzzle piece. 
It takes time to work your 
way through the levels, 
so it’s a good thing that 
it accepts passwords. Of 
course, there isn’t much 
action in this game, but 
people who like brain 
teasers should find it an 
entertaining challenge. 
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sn 1 Player, Password 


4 Player, Password 


Cool Cots 
Rock ‘em And Sock ‘em 


Cutie Cats break 
blocks, move rocks and 
perform robot socks to 
clear rooms and advance 
to the next round. All 
items are strategically 
placed in the beginning. 
Your challenge is decid- 
ing which can be used to 
form platforms or to fill in 
gaps, enabling you to 
reach the rockin’ robots 
and knock them out. The 
password feature lets you 
return to any room, and 
an unusual Edit function 
lets you retrace your last 
series of moves to try 
something different. 


Test Your 
Tile-Turning Technique 


How dexterous are 
you? You must turn 
over all of the tiles in 
the room to end the 
round, but harassing 
hatchlings insist on turn- 
ing them back as quickly 
as they can. You can tem- 
porarily trap them by flip- 
ping a whole line at a 
time, but they can get 
back at you! Easy early 
stages allow you to get 
the hang of the game, but 
they rapidly become more 
difficult as new hatchlings 
and obstacles are added. 
If you’re ambidextrous, 
this is the game for you! 
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2 Player (GL) 


Whot’s Up, Doc? 


Feisty viruses, that's 

what, and if they es- 

cape, they'll spread 
like the plague. Dr. Mario 
tosses out vitamins, and 
when you place three 
over a virus of the same 
shade, you'll wipe it out. 
When all are gone, you 
clear the screen and 
progress to the next lev- 
el. Like the popular NES 
version, it has a two- 
player mode that is es- 
pecially fun. Players set 
their own levels, so two 
with different experience 
levels can still have a 
competitive contest. 


1 Player 


Enter A New Age 
Of Serene Softwore 


A game that demands 
relaxation? Believe it. 
You control the 
Seeker, a sphere con- 
taining a directional ar- 
row. Your goal is to 
“synergize” the other 
pulsating orbs on the 
screen by pushing those 
containing matching 
shapes together. These 
Energy Spheres eventu- 
ally explode if not united 
with a like orb, but when 
they are, they dissipate 
harmoniously into the 
atmosphere. Good luck. 


Keep Cool, Cube Crasher 


3 : Piraivoulagainethine s you against the 
Cubes in this strategy 
game from Taito. Each 

is marked with one of 

four symbols, and they’re 
stacked in various shapes. 

You, the strategist, elimi- 

nate blocks by throwing 

your block at others with 
the same symbol. When 
you clear the screen, 
move on to more chal- 
lenging stages. Rack up 
the points by clearing 
more than one block at 
once and by working 
quickly. You have to think 


_{ several moves ahead in 
5 this fast-paced puzzler. wa 


| Bred 


The Mad Hatter Is 
Working Overtime 


From crowns to cow- 
gs) boy hats and bowlers 
to beanies, the mad 
hatter is dropping them 
all. You must stack them, 
caps on caps, top hats 
on top hats. When you 
pile up five of a kind, 
they disappear, and with 
every match, you accu- 
mulate points. See how 
your skills stack up 
against an opponent in 
the two-player mode. It 
moves quickly and gives 
you a chance to make 
your foe blow his stack. 
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1 Player 


When The Woves 
Hit, Go With The Flow 


The patterned Tiles 
come in waves, and 
your job is to keepa 
cool head and stack them 
with others of the same 
patterns. When you pile 
them three-high, they 
form a Klax and vanish, 
clearing the spot fora 
new stack. Get your sea 
legs in Level 1, then get 
fancy and form designs 
* with the tumbling Tiles in 
later rounds. Some de- 
signs produce secret 
warps. Crisp sound and 
solid play control make 
this game interesting and 
challenging. 


oachedasderd eis 


Squore It 
Up To Scare Big 


Mindscape’s connect- 

the-pieces puzzler will 

really throw you for a 
loop. The object of the 
game is to complete a 
loop using the various 
shapes that randomly ap- 
Pear on the screen. Half- 
loops, corners, lines and 
zig zags show up One ata 
time, and you have just a 
few seconds to decide 
where you're going to 
put each. The more com- 
plicated the shape you 
complete, the more 
Points you'll rack up, so 
the game is just as tough 
as you want to make It. 


Cegse) 
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(oh 08 Hos This Hip 
<3.) Tomoto Flipped Out? 


Behind the shades is a 

tomato determined to 

pick his way through 
the maze of rooms ahead. 
Each room is a puzzle, 
and many obstacles block 
your way. Only by flip- 
ping, pushing and turning 
them in the correct order 
will you clear a path to 
the door. In Stage 1, 
you'll figure out how each 
obstacle moves in rooms 
that are fairly easy to 
clear. Stages 2 and 3 are 
more complex, though. It 
is a challenging game 
that has three play modes 
and dozens of rooms. 


If The Flooz Leoks, 
It’s A Nightmore 


Don’t hire a plumber— 

do it yourself, and find 

out why plumbers are 
paid so welll Pick up the 
pipe wrench and start 
connecting the pieces that 
appear on the screen. 
Hurry! When the Flooz 
starts oozing, you have to 
stay one step ahead of 
the flow. if it leaks out of 
the end before you can 
connect a piece of pipe, 
you’re sunk. Build up 
points fast by crossing ex- 
isting pipes. In the two- 
player mode, players ac- 


> = 


tually help, rather than | 


hinder, one another. 


2 Player (GL) 


It’s Time To Cleon House 


Mouser is cleaning out 
the warehouse, but the 
mini-rodent can man- 
age to move only one box 
at a time. When they‘re 
stacked, you have to fig- 
ure out how to reach the 
top boxes to push them 
off. To clear them, place 
four boxes with the same 
symbols in any side-by- 
side configuration. In the 
two-player mode, you 
have to think fast and 
solve the puzzles before 
your opponent does. It’s a 
challenging game that 
forces you to plan sequen- 
tial steps in advance. 


Breok Them U 
With The Blockbuster 


) If the shapes that fall 
from above crash into 
the Quarthdome at the 

bottom, you're Quarthed 

and the game is over! To 
protect the dome, pilot 
your Blockbuster along the 
bottom of the screen and 
fire blocks at the shapes. 

When the blocks combine 

with the shapes to form 

complete squares or rect- 
angles, you wipe them 
out. The two-player mode 

Is especially fun because 

you can surprise your op- 

ponent by speeding the 
action up and hiding 
shapes on their screen. 


2 Player (GL) 


Get Your Kicks 
Rounding Up The Qix 


When you begin, the 

Qix, a bouncing beam, 

has the screen to itself. 
Your goal is to block its ac- 
cess to 75% of the screen 
while avoiding the sparks 
that travel along the 
perimeter. Press A and Up 
on the Control Pad to be- 
gin closing off chunks of 
free space, but don’t let the 
Qix bounce into you before 
you complete your line. 
The real challenge is com- 
ing close to the 75%, then 
marking off a huge section 
of the remaining screen 
with your last move to 
build big bonus points. 


1 Player, Password 


Now You See It, 
\ Now You Don’t 


" 


A magician with a mag- 

ic wand that makes 

blocks appear and dis- 
appear moves through 
various rooms as he fig- 
ures out which paths lead 
to their exits. Each room 
holds a key that he must 
pick up in order to open 
the exit door. He also col- 
lects various treasures 
and coins while avoiding 
the fire of strategically 
placed enemies. The 
rooms range from quite 
simple to very complex, 
but the convenient built-in 
stage select lets you begin 
at your own skill level. 
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2 Playar (GL) 


Line Up For 
A Populor Puzzler 


Tetris has taken Game 
Boy players by storm. 
It’s simple to learn, yet 
there are dozens of strate- 
gies that can make you a 
more advanced player. 
Seven four-block patterns 
fall into the screen and it 
is your job to arrange 
them so that they form 
horizontal lines. Complet- 
ed lines disappear and 
help make the stack of 
blocks a more manage- 
able height. If you score 
multipletine completions 
in a two-player game, 
lines are transferred to 


| your opponent's screen. 


Toke Off For Alien 
Blosting Action 


Insect-like aliens have 
taken over the five 
planetary colonies of 
Earth, and as the com- 
mander of the Tiger space 
tank, you have to send 
them packing. You'll 
touch down on each plan- 
et, take on the surface 
forces, then enter tunnels 
to destroy the alien Life 
Cores. Surface battles are 
=e shown in an overhead 
) view, and tunnel battles 
EB) take place in first-person 
) perspective. Game Link to 
race against another play- 
er ina short version of 
the mission. 


troy t 
lite cores of 
each Phanet 
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A 3-D Adventure 
On An Alien Spoceship 


Altered Space, much 
like the NES game 
Solstice, is an adven- 
ture with a 3-D perspec- 
tive and plenty of puz- 
zles. The action takes 
place on an eight-stage 
alien craft. As Humph— 
| rey, an astronaut, you've 
got to find a way to 
elude the enemies and 
escape while your oxy- 
gen supply holds up. 
You'll find items afong 
the way that will help 
} you unlock important 
) hatches and pass the 
many obstacles within 
the ship. 


Unde Saooge 
Fits The Bill 


i 

at Join Scrooge McDuck 

oh 5 
cs and his nephews on a 
== journey to the exotic 
underground of the 
African Mines and the 
jungles of the Amazon, 
and blast off to the 
E) moon in search of trea- 
§ sures galore. There are 
* five lands in all, with hid- 
den rooms and illusion- 
ary walls to walk and to 
pogo through. In every 
| land except Transylva- 
nia, Launch Pad will of- 
fer you passage back to 
the land select option. 

Enjoyl 


2 Player (GL), Password 


Behind Enemy Lines 


A two-person team of 
special military agents 
is on a mission to 
blast its way through 
several maze-like enemy 
compounds and take 
down the compound 
) leaders. In a one-player 
) game, you can switch 
from one team member 
to the next in mid-play, 
and in the Game Link 
game, you and your 
partner can split up and 
search different rooms at 
the same time. It pays to 
explore because there 
are helpful items along 
the way. 


—_———_—— 


1 Player, Pessword 

‘7 W Firebrand: Guardian 
me 4 Of the Ghoul Realm 

Ce This sequel to the 

NES game Ghosts ’N 

Goblins combines 

challenging elements of 

your favorite role-play- 

ing games with plenty of 

action and adventure. 

You must make your 

way through six towns, 

three castles and a 

windy desert to gather 

items and find the pow- 

ers of a legendary 

Gargoyle warrior, Red 

Blaze, before evil King 

Breager overruns the 

) Ghoul Realm! 


2 Player (GL) 


Survive The Dangers 
Of A Giant Dungean 


Many of the features 
that made Gauntlet I 
popular in arcades are 
included in this Game Boy 
== version. One or two 
Players can choose to con- 
trol a Warrior, Wizard, 
Valkyrie or Elf, and then 
explore dozens of dun- 
geon rooms. It even in- 
cludes digitized voices that 
let you know when you 
N) have collected a special 
item or when your charac- 
ter needs food. There is a 
lot of detail to the graph- 
ics, but sometimes it’s 
r ) hard to distinguish items 
Pie _zeos), from enemies. 


qo ticancom syn ti 


1 Player, Password “ 


No matter how many 

times Mega Man de- 

feats Dr. Wily, this 
mad mechanical genius 
will never learn his les- 
son. He’s back with some : 
of his most sinister 
robots for another round 
in what serves as a 
“who's who” list of Mega 1 
Man villains. In classic i 
Mega Man style, you can <. 
choose to conquer the 
first four worlds in any 
order while accumulating 
the special powers of the 
downed villains. Next 
take on Dr. Wily in anoth- 
er action-packed finale. 
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THE RESCUE OF 
PRINCESS BLOBETTE 


900-Ansnille Erientsiwnar 


1 Player 


Once you figure out 
that each of your 14 
Jelly Bean flavors 
changes the Blob into a 
different tool, you'll get 
through the locked doors 
and dead ends in no 
time! Your Blob is lost? 
No problem, just throw a 
Ketchup Jelly Bean and 
he’ll “catch up”! A jump 
too high? How about a 
Tangerine Trampoline or 
a Licorice Ladder? You'll 
need a backpack full of 
Beans to pull off this res- 
cue. Collect ‘em all! 


WHO. FRAMED 


ROGER Pap ely? 


© The Walt Dig y CoP Ambit 
whiméht lic. Capdam USé 


1 Player. Password 


Roger Robbit’s Trek 
Through Toontown 


Armed with your 
** spring-loaded Boxing 
= Glove, help our harey 
hero find the hidden 
pieces of the Will and 
save Jessica from the 
clutches of Judge Doom. 
Some of your obstacles 
include bomb-throwing 
Garbage Cans and not- 
so-friendly Policemen. 
Great graphics and 
game play that is easy to 
understand make this an 
exciting adventure. 
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SPUD’S 
ADVENTURE 


tus Soltwar 


2 Player (GL), Password 


Ferocious Fruits 
And Crazy Cooks? 


As Spud the 
Wanderer, you must 
make your way 
through the four levels 
of the Far Tower to res- 
cue your beloved 
Princess Mato. Many 
challenges await you, in- 
cluding puzzle rooms, in- 
visible secret passages 
and even rooms with no 
lights! Link up with a 
friend for added chal- 
lenge in Vs. Mode or go 
solo in Adventure Mode. 
It's a tasty mix of wacky 
food characters and role 
playing. 


1 Player 


Beyond French 
Fries And Quiche... 


Is your knowledge of 
French limited to 
words like champagne 
and brie? Like the 
InfoGenius Spanish- 
English Language Trans- 
lator, the French version 
is handy for travelers. 
Along with translating 
the language, it also con- 
verts metric units and 
currency, a feature that 
is useful in day-to-day 
communication. It has a 
vocabulary of more than 
12,000 words and con- 


tains simple phrases that 


can be helpful to travel- 
ers. 


Feel Right At 
Home On The Rood 


Now you can learn al- 
most anything you 
want to know about 
any of the 15 most-trav- 
eled cities in the nation. 
When you arrive in a new 
city, find out what restau- 
rants are nearby, what 
sports events are happen- 
ing, or what sights there 
are to see. As for hotels 
and restaurants, you can 
access listings by price, 
location, or both, and en- 
tries include descriptions 
and reservation policies, 
Also handy are the list- 
ings of toll-free numbers 
and travel agencies. 


If you're traveling to a 

Spanish-speaking coun- 
try and haven't had 
time to learn the language, 
the InfoGenius Language 
Translator might be the 
perfect pal to pack along. It 
quickly and easily trans- 
lates words and phrases 
from Spanish to English 


| and back again. Common 


activities such as asking 
for directions, ordering 
dinner, and checking into 


} your hote! are all easier 


when you have your Game 
Boy close at hand. The 
currency converter is espe- 
cially useful. 


1 Player, Battery 


Get Your Act Together 


If you’ve ever missed 
an appointment, for- 
gotten a special occa- 
sion, or wished that you 
— had a vital phone num- 
ber with you, you'll be 
interested in the 
InfoGenius Personal 
Organizer program. It 
has many of the features 
that you find in organizer 
| books, but it’s both elec- 
tronic and portable. A 
notepad, a calculator, an 
address and telephone 
book, and monthly cal- 
endars covering more 


) than one hundred years 
are all included. 


4 Player 


An Electronic Dictionory 
At Your Fingertips 


Game Boy proves that 
it is useful for more 
than just playing 
c games. The _ Spell 

_ _~ Checker, one of the 
InfoGenius_ line of 
Productivity Paks, makes 
Game Boy a handy refer- 


(Glelctefeteletef] ence as well. It has a vo- 
dete lolomprs}e] cabulary of more than 
7 aia 60,000 of the most com- 


monly misspelled words 
and an on-screen key- 
board that allows you to 
enter words and search 
for their correct spellings. 
It also lists other words 
that are similar in sound 
or spelling. 
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And The 
Correct Question Is... 


‘ =o = : | 
\ 3 Playar (GL) 
> 00 
{ Server 


Ase Fans of the long-run- 

[ ning television program 
2) will enjoy challenging 
themselves with Game 


Boy Jeopardy. Play is 
much like that of the origi- 
nal game, with a variety of 
categories and answers 
ranging in value from 
$100 to $500 in regular 
Jeopardy. If you're lucky, 
you might even come | 


I 

satie Sy across a Daily Double or | 
rene Sotas two. You can play solo 

) “*"S.82 


TE bene | against the computer, | 
| with one other person, or 


‘ | Game Link with more. 
, Nee Good spellers will excel 
4 | BSESSersustye BEE playing this version. 


- ? 1 Player, Battery 


The Tower To 
Porodise Awoits 


Legend says that a tall 
tower in the center of 
the world leads to par- 
adise. You can find out if 
the stories are true by re- 
cruiting a party of adven- 
turers and climbing the 
tower, floor by floor. 
There are four magic 
Spheres that you'll have 
to collect in four world- 
sized floors before you 
can continue your as- 
cent. Solve great myster- 
ies and take on huge evil 
creatures in this role- 
Playing adventure for 
Game Boy. 
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Wheel of Fortune be- 
comes more than just a 
spectator’s game in its 
Game Boy version. Play 
against the computer, 
against a friend, or really 
set the odds in your favor 
by playing without an op- 
ponent. You spin the 
wheel, select letters, and 
build up the cash to buy 
vowels. A mini Vanna- 
wanna-be turns the let- 
ters, and when you solve 
the puzzle, you move on 
to a new category. 
Chances are, if you like 


|} the TV show, you'll like 


the Game Boy game. 


Pie Cred: sare Sah 


1 Player, Gattery 


Seorch For 
The Mystical Magi 


The second chapter of 
the Final Fantasy 
Legend is even larger 
and more involved than 
the first. This time, there _ 


| are nine worlds to ex- 


plore and your mission 


“i is to collect the 77 pieces 


of a mystical statue. 
Your recruits include 
Robots, Slimes and 
tmps. Once you have all 
of the pieces that have 
been hidden in a given 
world, you'll be able to 
move on to the next 
wortd through the Pillar 


) of the Sky. 


1 Player. Pessword 


Journey Through 
A Mysteriaus Moze 


The Mysterium is a 
10-floor maze, packed 
with puzzles and 
crawling with creatures. 
It’s your challenge to 
| wind your way through a 
first person perspective 
view and solve the mys- 
teries that lie in its deep- 
est darkest passages. 
Pools of fire, water, acid 
and mercury can be 
used to transform the 
items that you pick up 
into useful tools and 
weapons. When you 
come across enemies, 
switch to Aim Mode and 
blast them with magic. 


As Prince Theo of 
Riccar, it is your des- 
tiny to free the king- 
dom from an evil drag- 
on. To do so, you will 
have to fight the forces 
of darkness, find clues, 
and retrieve the hidden 
Sword of Hope. Here is 
an exciting adventure 
with the scope of an RPG 
and game play similar to 
its NES hit, Shadowgate. 
Excellent graphics and 
text bring the fantasy to 
life, and the password 
makes it easy to contin- 
ue your quest when ever 
) you want. 


Gvil War 
In Ancient Japan 


Play a role in history 
e and try to make Oda 
Nobunaga’‘s dream of 
Nationhood a reality. 
There are over one hun- 
dred historically based 
characters to choose 
from. Japan is in abso- 
lute chaos at the game's 
start. First, smooth over 
domestic relations and 
build a strong base so 
you can influence other 


eo 
oe Fiefs, then build an army 
Df i ears and prepare for war. 
is 2 i This game is not for be- : 
‘& 2 ffi /! ginners but truly a joy “>, 
a bol SS ony for the expert. j 4 
353 
: aa ‘ 
. Ta > 
4 
| 
91 Ovals ‘ 
2 Player (GL), Battery " 


Ane In the Game Boy ad- 

ie f e venture of Lord British, 
the Black Knight has 

stolen the eight Runes of 

~ Virtue. To find them, you 

must search the eight 

Caverns in which they're ' 

hidden. Along the way, | ] 


you will find magical 
items that will help you 
battle the many enemies 
you'll encounter. The 
eight levels are complex 
and varied, and above \ 
ground you will travel by 
land and by sea. Play | 
control is great, graphics ie 
are clear, and RPG fans 
are sure to like it. 
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Baseball, The 
Way It Oughta Be 


co 
Two different views of | = 


Batter Up! It’s 
Time Ta Play Ball 


The Great American | 

Pastime comes to 

Game Boy. You'll 
have to make a lot of de- 
cisions in this game. 
You can choose from 
among three play modes 
and select your team, 
players, and the number 
of innings you want to 
play. While the screen 
shows you the action up 


mM p 2 Player (GL) 

: : e™ the game give this ti- | = 

: tle its special edge. 
: - An inset screen of the 
‘ base paths helps you 
keep a close watch on 
runners’ progress, and 
the main screen puts 
you right in the middle 
of the action. Play in the 
USA or Japan. Play one 
or two players. However 


: | you play, you'll be in to- close, an inset screen 
: | tal contro! of your bat- keeps track of the base 
\ ters, pitchers, fielders runners. Pitchers and 
: and runners. A handy < batters can even be 
readout of stats keeps z moved around for more 
you up on all the impor- aay imc!) realistic play. 
tant information. eam: ul 


2 Player (GL) 4 Playar (GL) 


Play It Right 
And Net A Goal 


Hockey has made it to 
‘). the Game Boy and it 

sure is slick. The ac- 
tion is smooth but you 
can still rough it up and 
incite a fight scene if 
you're not careful. 
Choose Practice, Exhibi 
tion, or Tournament 
mode. When you feel 
ready for the Tourna— 
ment, choose difficulty 
levels ranging from 
Junior, College, and Pro. 
Play team hockey and 
maneuver your team to 
get the highest percent- 
age shots if you want to 
succeed. 


Are Yau Read 
Far A Wild Ride? 


In Game Boy’s latest 
racing-game entry, 
you climb behind the 
wheel of #46, rookie Cole 
Trickle‘s Nascar thunder- 
hog. Race against an all- 
pro field or against up to 
three friends. Select 
from among five real 
Nascar tracks, or begin 
the season and tour 
them all. Play control is 
challenging but the 
game has lots of real-life 
racing features that keep 
it interesting. 
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The Boll Pork 


The action is seen 
from the batter's point 


off from their bases is 
helpful. When the pitch- 
ers tire out and you can 
see perspiration rising, 
you know it’s time to 
think about substituting 
a relief pitcher. Two as- 
pects of the play that 
make it exciting are the 
ability to jump and catch 
a screaming line drive 
and the ability to throw 


Pee to a cutoff man. 


Tee Time Wos 
Never So Much Fur 


One of the best golf 
games for any system, 
- Game Boy Golf from 
Nintendo, combines ex- 
cellent graphics and play 
features with the conve- 
nience of a Battery Pak. 
Other useful features in- 
clude the ability to scroll 
the screen to view an en- 
tire hole or green and an 
indicator that shows how 
many yards remain be- 
tween the ball and the 
pin. There are two cours- 
es and a Game Link op- 
tion for more variation, 
plus a scorecard on which 
to monitor your game. 


4 Player (G1), Battery 


3 5 


The Number 
One Formule For Fun 


Race through 14 inter- 

national Formula-1 

courses in the first 
Game Boy game that al- 
lows for as many as four 
simultaneous Game 
Linking players. When 
you're not challenging 
your friends, you can en- 
ter the Grand Prix Circuit 
and go against a field of 
computer-controlled rac- 
ers. You'll have to be 
well-practiced, though, 
because you'll be able to 
move on to the next 
track only if you cross 
the finish line in first 
place. 


2 Player (GL) 


Body Slomming 
Action Is Here 


Enter the ring only if 
you dare. Choose sin- 
gle match action or go 
crazy and play four-on- 
four elimination. With 
eight monsters of may- 
hem to choose from, you 
can make up an endless 
variety of teams. This 
international wrestling 
lineup gives you all the 
holds, moves and action 
you'll ever want. It takes 
a while to figure out 
everybody’s special 
moves...but that’s part of 
the fun. Good luck and 
play within the rules. 
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1 Player 


But Yau Can’t Hide 


Sooner or later you'll 
have to stand toe-to- 
toe, eyeball-to-eyeball 
with the Champ. But 
first you've got to slug 
your way through a 
bunch of really tough 
Opponents. Jabs. Up- 
percuts. Hooks. You'll 
need them all in these 
12-round battles. Two 
different screen angles 
keep you on your toes 
and maybe off your 
back, Fast finger action 
and anticipation should 
help you along. May the 
best man win. 


2 Player (GL) 


Dude! It’s Beach 
Valleyball, Malibu-Style 


Yo, Spike, crank it up 
big time. It’s an inter- 
national volleyball 
tournament that will 
stretch your thumbs to 
the max. Choose from 
three play options and 
four international teams. 
Get ready to dig, spike, 
dive and set. Keeping 
your eye on the 
crosshair helps you to 
know where to set up for 
your next shot. An up 
and down screen scroll 
keeps you focused on 
the ball. Game Link 
makes things even hot- 
ter. 
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It’s Slamma Jamma Time 


This is the game that 
takes basketball to the 
streets. It's one-on- 
one and two-on-two 


schoolyard basketball at 


its toughest. Speed is 
essential here. With lots 
of open court, the action 
is fast and frenzied. 
Teamwork and man-to- 
man skills are equally 
important to master. 
And don't forget to play 
tough, belly-to-belly "D.” 
It can really pay off. If 
you slam dunk well, 
you'll be rewarded with 
two points and a replay. 


2 Player (GL) 


Mud And Mayhem 


If you liked Excitebike 
for the NES, you'll 
want to check out 
Ultra’s Motocross 
Maniacs. The courses in- 
clude jumps, mud, loop- 
the-loops and other chal- 
lenges. Race against the 
computer, a friend, or 
the clock and practice, 
because the controls can 
be tricky. Until you get 
the hang of leveling out 
the bike as you make a 
jump, you'll end up turn- 
ing somersaults and los- 
ing time. Keep up your 
speed to reach the high- 
er ramps. 


With 27 NBA All-Stars 

to choose from, this 

game is a delight for 
experts and beginners as 
well. Choose from One- 
on-One, Free Throws, 
Horse, Accuracy Shoot 
Out, and Tournament 
modes. You can select 
not only your favorite 
all-star, but also your op- 
ponent. Time limits may 
also be set. Get a friend 
to jain in and play the 
dream challenge of any 
NBA fan: Going one-on- 
one with the very best. 


2 Player (GL), Pessword 


Get A Step 
On The Competition 


Select from 13 con- 
tries, each with its 
own capabilities. 
Super Shots are one of 
the quickest ways to 
score, but you are al- 
lowed only five per half. 
Once the Super Shots 
have been used, you 
may still) Power Kick. 
Pass the ball frequently 
and employ team play to 
better ensure a high per- 
centage attempt at the 
goal. The password fea- 
ture allows you to con- 
tinue play at advanced 
levels. 


2 Player (GL) 


Kick Off With 
The Reol Pros 


This action-packed 
sports game features 
all of the NFL Teams. 
The real teams. Choose 
from a wide range of of- 
fensive plays and defen- 
sive formations. It’s el- 
ther you against the 
computer or you against 
a friend in the two-player 
mode. A neat feature is 
the overhead, blimp’‘s- 
eye-view of the playing 
field. Smart strategy 
goes a long way in this 
game. Mix it up with 
equal Jevels of running 
and passing. 


2 Player (GL) 


Snop Your Chin 
Strop, The Action Is Hot 


Four levels of skill. 
Eight teams. Four 
quarters. It all adds 
up to professional ac- 
tion. Carefui play selec- 
tion on offense and 
shrewd selection of for- 
mations on defense are 
where the game is won 
or Jost. Once the action 
starts, quick thumbs can 
help you into the end 
zone. Practice your 
passing game and open 
field running...they pay 
off big time. There Is It- 
tle left to chance be- 
cause this game relies 
heavily on strategy. 
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2 Player (GL) 


it’s Pool And Thot 
Rhymes With Cool 


Chalk up your cue and 
choose 9 Ball or regu- 
lar Pool. Either way, 
you'll need a sharp eye 
and a good head for an- 
gles. A power meter, to- 
tal directional control 
and a path preview fea- 
ture all combine to make 
this a very realistic pool 
game. Don’t just blast 
away and hope for the 
best. You must select 
your shot carefully and 
pay close attention to 
the power meter. 


2 Player (GL), Password 


Rodicol Action 
On The Bourds, Dude! 


Electronic Arts has 
continued the legacy 
of Skate Or Die with 
this amazing sequel. 
Choose an adventure 
with the Stale Fish Tour 
that begins in Los 
Angeles or go to the 
Retro-Rocket Ramp 
scene. Beginners and 
experts alike will enjoy 
the action and the han- 
dling of the play control. 
The Game Link brings in 
an added feature that 
will consume your play- 
ing time and competitive 
spirit. 
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Yo, Dude! More Throshin’ 
Action For The Gome Boy! 


It’s bad, it’s rad, it’s 
Just right for the 
Game Boy. Thrash 
your way through four 
stages of side-view 
skateboard action. You 
will encounter many ob- 
stacles in your tubular 
travels. You must jump, 
duck, and skate past ev- 
erything in your way as 
you navigate several 
types of treacherous ter- 
rain. You can even jump 
and smash enemies with 
your deck. It’s a chal- 
lenging ride — skate 
tough or stay home! 


4 Player (GL) 


Rodio Controlled 
Rocing At Its Best 


If you liked R.C. Pro- 

Am for the NES, you'll 

love this super Game 
Boy version. Race solo 
or Game Link to go 
head-to-head in heated 
competition with up to 
three friends on the 
game’s 24 twisting, turn- 
ing tracks. The graphics 
are good, the sound 
great, the play control 
excellent. The super- 
competitive multiple 
player modes, made 
possible by the new Four 
Piayer Adapter, are espe- 
cially fun. 


2 Piayer (GL), Password 


An NES Success 
Cames Ta Game Boy 


When Tecmo Bow! 
was translated to 
Game Boy, the de- 
signers must have said 
"Why change a good 


Tere 


q.js.08 sea |) thing?” The Game Boy 


version of this great NES 
Football game is as close 
to the original as it can 
possibly be. The teams 
are the same and the 
passwords are complete- 
ly compatible. The one 
drawback is that the 
1988 player rosters may 
seem out of date. Every 
team has eight plays that 
reflect the strengths of 
those rosters. 


2 Player 


His And Her Bowling 


This two-player game 
captures bowling at 
its best. Bowl like the 
professionals and get a 
proper hook to maximize 
the chances of a strike 
and minimize the feared 
split. Watch the power 
meter and the control 
meter very closely and 
find a combination that 
works for you. The 
game covers six differ- 
ent countries, and when 
you bow! a strike, you 
will see a character 
unique to that country. 


This Game Is 
Such A Racquet! 


This is a tennis game 
you can really love. 
You'll get your choice 
of four different skill lev- 
els and a complete arse- 
& nal of strokes: forehands, 
backhands, volleys and 

? serves. One or two play- 
mma 4) ers can play. Either way 
you'll need good 
B_.| | eye/hand coordination. 
Moving your opponent 

around his side of the 

& court and covering your 
side are crucial elements 

® in a winning game. And 
guess who the umpire 


= is...It’s your favorite 
moustached plumber! 


2 Player (GL) 


Grapple With The Best 


Play Tournament 
mode and take on all 
of the WWF Super- 
stars or Game Link with 
a friend for a strictly one- 
on-one match that lets 
you test each others will 
to survive. Get up on 
the ropes and show ‘em 
who’s boss — perform a 
special move if you have 
one. The Ultimate 
§ Warrior seems to spe- 
cialize in throwing other 
wrestlers out of the ring. 
Choose your favorite 
wrestler and take your 
< ability to the limit. 
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Sink A Fleet With 
Speciol Weopons 


Arrange a fleet of 

naval vessels and set 

your sights on your 
enemy's grid in this 
Game Boy version of the 
classic board game, 
Battleship. You can go 
) up against a computer— 
controlled opponent or 
challenge a friend toa 
one-on-one match. In ad- 
dition to Missiles, you 
have a limited supply of 
special weapons that can 
hit as many as five 
spaces at once or detect 
enemy vessels by radar. 


2 Player, Password 


Check Mate Your Mate 
With The Chessmaster 


The Chessmaster ts a 
great Chess game for 
* people on the go. It 
offers a challenge for the 
experienced player, as 
well as hints and a 
demonstration mode for 
the beginner. The pass- 
word feature is espectal- 
) ly convenient when you 
) only have time to sneak 
in a few moves. Play 
) against the computer or 
» hook up the Game Link 
| for two-player fun. 
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es TM & © CSasnro Work 
ae WS AviaEMingin Gusrices 
1 Player 
‘ Dice Up The Competition 
hs a 
3 "85 Cashier Suzy greets 
'— ) you and pleasantly 
supplies you with 
one-thousand dollars 
worth of chips to play 
classic casino games. If 
you ever wanted to go to 
Las Vegas and not lose 
money, this game is a 
sure winner. Try your 
{uck at the roulette wheel 
“ and the famous one- 
# armed bandits. Try play- 
ing Black Jack, and if the 
situation warrants a 
| change of game, and a 
; change of luck, feel free 
to try another game of 
|) chance. 


ImverriAworml = 


2 Player (GL) 


Match The Symbols 
Of The Ishido Stones 


The Asian board game, 
Ishido, is a test of 
matching skills. A set 
of 65 stones with assort- 
ed symbols are held in a 
pouch. The object is to 
pull the stones from the 
pouch and match their 
symbols with the other 
symbols on an B X 12 
board. The symbols can 
be matched by either the 
primary shapes or by the 
backgrounds. You can 
s) play a game of solitaire, 
play against a computer- 
controlled opponent or 
challenge a friend, with 
) or without a Game Link. 


19RO Wan bok 
2 Playar (GL), Password 


Power A 
Fleet To Victory 


In this strategic battle 

game, you command 

a small group of sub- 
marines, ships and 
Planes in a mission to 
eliminate an enemy fleet 
of the same size. With 
every turn, you can 
move any or all of the 
vehicles in your fleet into 
position. The only vehi- 
cles in your fleet that can 
travel over land are 
fighter planes. Play 
against a computer-con- 
trolled opponent or chal- 
lenge a friend to a Game 
7 Link battle. 


. at ie 
oy toe )] 
~ 


f bra tsesearal 
1 Playar 


Spot Coptures 
Your Attention 


Spot is a challenging 
e board game similar to 

Othello. Your goa! is 
to control the board by 
capturing your oppo- 
nent's pieces. You can 
claim your opponent's 
markers by moving one 
of your pieces next to 
his. Every time you 
move, all of your rival's 
pieces will become 
yours. Plan ahead, 
though. If you don’t, you 
could lose up to eight of 
your pieces in one fell 
swoop. Spot flips and 
dances trying to cheer 
you on to victory. 


“a, 


1986 Activision inc. 
2) o8ehal LafeTMpy Inc. 
1 Playar 


Find Motches 
For Tiles In A Pile 


Tiles with assorted 


ema) characters are ar- 


ranged in a pile in this 
popular Chinese game. 
The object is to find 
matching pairs for all of 
the tiles. Each matching 
pair is taken away so 
that you can get to the 
tiles that were previously 
covered. When all of the 
tiles are gone, you win. 
The Chinese characters 
on the tiles can be 
changed to letters and 
numbers that may be 
more familiar to a North 
American player. 


‘SUPER'SCBABBLE- 
as 2 Ney 


oe ’ 
<re 7 "i a 7k. he Mop hin Pie 


2 Player (GL) 


Test Your Word Knowledge 
Agoinst The Gome Boy 


Featuring a 40,000- 
word dictionary, this 
Game Pak will chal- 
lenge even the most 
brainy players. Your 
goal is to earn lots of 
points by creating 
words with high-value 
letters. The computer 
can be set to five differ- 
ent levels of play, and it 
can take from one to five 
minutes to consider it's 
next move. Remember, 
your remaining tiles will 
score against you at the 
end of the game, so 
make every move count! 
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GAME PAK INDEX 


. Game Category 
Rating Categories Role Playing (RPG| 
G= Graphics And Sound C = Challenge bes 
P = Play Conlrol Ts Theme & Fun Puzzl Sholegy 
Quiz/Productivity 


POWER METER RATING GAME 


(Chi G PC. 7. CATEGORY 


PLAY SAVE PAGE 


Nintendo 


Number Of Players Gome Save Feature 


P=1 iL = Game Link (2 Player) PASS = PASSWORD 
P= 2PlayerMax GL’ = 3 Player Max BATT = BATTERY 


Power Meter Rating 
Max Rating 5 0 


GL" = 4 Player Max 


Rowe METER maine GAME 
COMPANY PLAY SAVE category PAGE 


8 | Acton 
d UN 5 .! .8 | Action 
jeescbal | Nitro fe | a2 | a2 | 32 | 3s | 


Battleship PASS | 3. is .1 | Strategy 170 
Batle Unit Zeoth faleco 1P min Action 


Bill And Ted’s Excellent UN 2p |PASS Puzzle 

Game Boy Adventure 

Blades Of Ste fate 
Boomer's Adventure Asmk GL | PASS | 36 | 281331] 34 
In Asmik World ; ; 
ee 
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POWER METERRATING GAME 
COMPANY PLAY SAVE C T caTecory "AGE 


fewiecios rcs az [ae] as | a7 [ atom | 1 | 
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TieGimair ‘wes [ass [ar [as [oa | 05] omg | | 
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Beye Dime [mem | | [ai] a7 |e 20| nmnee | ose 
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fataes [oman ot [rss] as [a2] 28 | a7] ome | | 
fares [Wom forrfanr [as [or [40 | 40] sem [ve 
TiaFndFeaylagrd [saan | i fan [4a | ao] ae | aa] wa | one 
FeiFetylagnt [same | [on [e [es | 


[seco crass | aa | a7 | 35 | a7 | Advetwe | 96,169 | 
fomsOroctaaasiioni| man [| [sr [oo]ss[ar[am | 16 | 
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POWER METER RATING GAME 
COMPANY PLAY SNE ct cateaory PAGE 


ranhinpep Tenia‘ [Guetaorin [P| [wa [oa] oa | | Poacy | 10 | 
roms Ge ———[coeienn | © | [on [oe [na | a | Prtaty | | 
Posen ar | 


Gargoyle's Quest 


Gauntlet Ir 


Ghostbusters I 


Go! Go! Tank Electro Bran 


Godzilla 


Hal Wrestling 


Herankyo Alien 


Hyper Lode Runner 


Ishido: The Way Of The Stones 
Jeopardy! 

Klax 

Kwirk 

Lock ‘N Chase 


Malbu Beach Voleyball 


Maru's Mission 


Mega Man In Dr. Wily's Revenge 


Mercenary Force 


Hal 


The Game Of Harmony 
Heavyweight Championship Boxing 


Tne || [as {er[ar[ar| aim | ve | 
uses egrontaen [cam [| [ar [so [a2 | a4] nan | ve | 
eccowirws [Wm | as fas | ss] o8] oom | oe | 
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Power Mission 
Power Racer 
The Punisher 
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World Bowling Romstar 
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SUBSCRIBE TO THE HOTTEST MAGAZINE ON 
EARTH--JUST $15!--ANO GET THE LATEST GAME 
BOY UPOATES ANO POWER-PLAYING TIPS! 


Whether yoe're flying on a Concorde to Paris with Game Boy or gearlng up for the 
Super NES, Nintendo Power is loaded with informatinn you can use to give your 
game-playing an exciting new dimension. 

Even if you're not a card-carrying Nintondo playel, Nintendo Power delivers 
fascinating reading and detailed npdates on Game Boy--tips, tricks, strategies, 
previews and reviews: -every month! 


indispensible for staying on top of the video game revolution! Choose from three 

new Hintenio Player's Guides! 

© NES Game Atias (code 428}--featuiing complete maps for the hottest games 
‘ut! Over 170 pages of must-have info for the serious player! {Available now.) 

» Mario {code 429}--including over 100 pages about his new 16-bit adventure, 
Super Mario World! Plus fascinating detaits about our video super hero. 
(Available 10/91.) 

+» Super NES {code 430}--filled with fips, maps and tricks for the incredihle new 
line-up nf 16-bit game paks that await yonr skills and dating! {Available 1/92.) 

It's your choice: Pick one and get it FREE with your subscription to Nintendo 

Power!.-fo1 just $15! 


‘When ortlering the FREE Nintendo Player's Guide, tell the operator ‘code 428 for the NES Game 
Atias, ‘code 429° for the Player's Guide on Mano and ‘code 430" tor the Super NES Player's finde, 

rier by VISA or MasterCard Call Mon “Sat 4a.m. to 12 mrohigh Pacitic Standard Time (PST). Suoniay @ an. 
to Sp.m. {The Nintendo representative will need to speak (0 the person whose name appears on the credit card.) 


The pros at Nintendo have packed everything you ever wanted to know about 
Game Boy games into one best-seller: the Game Boy edifion of the Nintenda 
oN! Player’s Guide series. Use the camplete directory as a buyer's guide to pick your 

S next challenge from the growing Game Boy library—now topping 130 hits. Check 
|, out the Power Meter ratings ond stots for your favorite games in the comprehensive 
index. Dig into the gigantic in-depth reviews on over 25 top titles written by the 
gome pros ot Nintendo. Find out how to ace the Joker. Map out victory in 
:  Gorgoyle’s Quest, Read it. Line up new strategies for Tetris. And win. 


New strategies, tips, moves and maps are yours inside for these and other red-hot 
Nintenda Game Boy winners.’ 


Batman Operation C 
Castlevania: The Adventure R-Type \ 
Dr. Mario : Revenge of the ‘Gator 
Disney's Duck Toles Super Mario Land 
Double Qragon The Sward of Hape 
Final Fantasy Legend Tetris 
Gargoyle's Quest The Hunt For Red October 

- Golf TM.N.T—foll of the Foot Clan 
Gremlins 2—The New Batch Ultima: The Runes of Virtue 
Nemesis 


¥! ¥ " More Nintenda Player's Guides ore coming. Keep your eye out for the most com- 
al ni "plete video game coverage between two covers. You'll have a winning collection! 


| 
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RETROMAGS 


Our goal is to preserve classic video game magazines 
from years gone by, before they are lost forever. 


Thanks goes out to everyone who makes this possible. 
Starting with the original writers and editors, 
to all the people involved tn acquiring and 
digitizing these magazines. 


People interested in helping us out, 
in whichever way possible. “laine 
Either by donating magazines, scanning, re 
editing or helping in the distribution, 
visit us as www.retromags.com 


We are only Interested In preserving magazines 
which are at least 5 years out of print. 


We have no desire, nor Intent to profit 
from these scans In any way. 


So please, 
If you come aeross people trying 
to sell these releases, 
00 NOT SUPPORT THEMI 


THANK YOU! 


